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QUICK INSTALL 

Insert the JANE'S® FLEET COMMAND" CD into your CD-ROM drive. TheAutolnstaiier appears, if 
theAutolnstaiier does not appear, ciick the START button on your Windows taskbar, then ciick 
RUN. In the dialog box, type d:\jauto, then click OK (substitute the correct letter of your CD 
drive if other than "D"). 

Select I NSTALL from the Autolnstaller screen. The Setup Wizard appears. 

The Setup Wizard walks you through the installation of the game. At each interval, click NEXT 
to move to the next step or CANCEL to quit setup. 

During installation, you are asked if you want to create a shortcut to JANE'S FLEET COMMAND on 
your desktop. If you want a shortcut created, click YES. Next you will be asked to install 
DirectX" 6.0. ClickYESto install or NO to cancel. 

NOTE: DirectX 6.0 is required to run JANE'S FLEET COMMAND. 


After setup is complete, click on this icon to play. Alternately, you can click on the game 
shortcut in thejane's Fleet Command folder in thejane's Combat Simulations group on the 

Start Menu. 

^ Followingthelicense screen and openingvideos, you enter theMain menu {y^MmnMenu, 
p. 7 ). This is the starting point from which al I game activities are based. 

□ For complete installation instructions, please see the enclosed JANE'S FLEET COMMAND 
Reference Card. 

WELCOME 

JANE'S FLEET COMMAND presents realistic 3D graphical models and accurate simulation of the 
maneuvering, weapon, and sensor capabilities of U.S., Allied, Neutral, and potentially hostile 
forces. These forces include surface, air, and submarine platforms, and significant weapon sys- 
tems, for 16 different countries. Information on these naval forces is readily accessible through 
thejane's Reference Browser. JANE'S FLEET COMMAND also includes a critical extension to naval 
warfare through the addition of land installations, such as airports, SAM sites, factories, power 
plants, and other installations. As a Fleet Commander, you are responsible for the strategic 
positioning offerees, weapon and sensor employment, and the safety of your Task Force. 

JANE'S FLEET COMMAND provides tutorial missions to familiarize you with some basic naval 
operations prior to diving into a wide variety of single missions ranging from easy to very 
difficult. The campaign regions provide you an opportunity to test all of your ski I Is to complete 
your mission objectives while defending your fleet from formidable enemies. Multiplayer 
missions are available to test your naval warfare skills against up to four other players. Finally, 
with the mission editor you have the ability to create your own combat scenarios, to practice 
certain skills or to attempt an adventurous regional conflict. 
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WELCOME 


The manual isdivided into the following 13 chapters, each detailingaspectsof background or 
gameplay. 


Time: The Neak Futuke A political overview of the global situation in the Campaign 
scenario; set in the not-too-distant future. 

Main Menu Basics Instructions for logging in and a brief look at the options available 
in the Main menu. 


Gameplay Basics 
Main Menu Details 


Summarizes basic gameplay, mouse and keyboard commands with 
enough information to help you get your fleet underway quickly. 

An in-depth look atOptions features and thejane's Reference Browser. 


Gameplay Details Expanded information on game screens, a detailed description of 
mouse and keyboard commands, engaging the enemy, and 
launching aircraft. 


Missions and Campaigns Describes all single, multiplayer, and campaign missions with 
hints for completion. 

Game Strategy Guidance on platform, weapon and sensor employment and 

explanatory information on Naval Warfare M ission Areas. 

Mission Editor Detailshow to custom-build your own mission for singleor multiplayer. 

Multiplayer Instructions for hosting or joining a multiplayer game. 

AppendixA Glossary of Acronyms 

Appendix B G I ossary of Terms 

Appendix C Sh i p-based A i rcraft 

Appendix D Order of Battle 


TIME: THE NEAR FUTURE 


With the collapse of the ruble, the Russian economy melted down and chaos closed in. The 
democratically elected government, paralyzed by a stubborn Communist-dominated Duma 
and helpless in theface of events, crumbled rapidly. Anxious to avoid either civil war or a return 
to the doomed days of Soviet social ism, the mi I itary stepped in and assumed power. Order was 
returned to thestreets and the people sullenly accepted the new regime. The economy however 
was still in shambles. 

The United States, bel ieving the coup was a smokescreen for a return to Soviet expansionism, 
refused to aid the stumbling Russian economy and blocked all aid from international 
organizations. This bolstered the persuasive powers of military hardliners in Russia's 
governing junta. The West, they argued, has always been the enemy, determined to make us 
crawl in the dust. How can we let Russia be humiliated so? Soon their rhetoric wooed the 
armed forces to their side. The moderates were forced to collaborate or resign. Those remaining 
saw Russian national ism as a diversion from harsh economic conditions and a mi I itary buildup 
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as a way out of financial ruin. As the West looked on with horror, the conservatives of Russia 
began a swift and ambitious rearmament program. 

To the southeast of the desperate Russian empire, the world's nascent superpower China 
watched with delight. Its economy was booming thanks to the West looking the other way, 
alwayswatchingRussia.TherulingmembersoftheChineseCommunistparty gladly extended 
a massive flow of financial aid to their strapped neighbor. With reassuring and friendly words 
they tried to lure Russia back towards its militaristic past and an alliance with China— or at 
least hoped to create a major distraction to the West as their long range plans neared fruition. 

China succeeded beyond their wildest dreams. The Russian junta immediately began rattling 
its saber in the direction of Japan, where the long<ontested Kuril Islands lay to the island 
nation's north. Reversing the previous government's policy of a gradual return to japan, the 
junta instead began moving forces into Siberia. Its Pacific Fleet patrolled further and further 
from the Russian coast, circling the Kurils like a shark. 

M eanwhile, the Chinese regime claimed a series of border violations on the Burmese frontier. 
Troops moved to the border; the People's Liberation Army Navy sailed through the Straits of 
Malacca and toward the port city and capital, Rangoon. Long regarded as an international 
pariah, Burma would getnosympathy, China reasoned, while the West was busy scrambling in 
alarm over the rise of Russia. As Burma slowly strangled, new overtures came from Beijing 
toward Taiwan and its exiled Nationalist Chinese government, offering a brotherly reunion. 

The West watched these developments with shock and surprise. The two powers thought to 
have been reduced to minor threats— one destroyed through economic ruin and the other 
pacified by prosperity— had risen up and formed a new alliance. This time, however, the 
looming war didn't seem like it would be cold. The U.S. cautiously but determinedly began 
mov i n g i ts massi ve fl eet toward th e Pad fi c, prepari n g for any th i n g. 

As the superpowers began circling each other again, another Asian powder keg began to 
smolder. India, long fancying itself a rising superpower since gaining nuclear capability, decided 
now was the time to stretch its muscles and assert its strength. Its nemesis to the west, 
Pakistan, also sat on a sizeable nuclear stockpile— to heat up the disputed province of Kashmir 
might not be a good idea— and the suddenly expansionist Chinese empire lay immediately to 
the north. India, not wanting to trigger world war, looked instead for a safer target. The long, 
drawn-out civil war in Sri Lanka had long stuck in India's throat. The conflict between Sri 
Lanka's government and the Tamil guerrillas had long tempted India with the lure of 
intervention (to save the persecuted Indian minority, not to conquer territory, of course). The 
nearby presenceof a largeU.S. fleet in the Indian Ocean did not deter India. The fleet's eyes, it 
thought, were surely trained on China. The U.S. would never intervene in a local, internal 
conflict and risk India abandoning neutrality and joining the Russo-Chinese alliance. India began 
turning up the political heat on Sri Lanka, and the tiny island nation prepared for the worst. 

Determined not to let the world slide into global, potentially nuclear, conflict, the West decided 
a massive show of force was needed. The U.S. decided to sail its Indian Ocean fleet close to Sri 
Lanka and deflate any ambitions on India's part. 

From there the U.S.fleet would skirt close to Burma, sail through the Straits of Malacca, and 
then into the Pacific. Once there the U.S. fleet would parade through theTaiwan Strait between 
the armed camps of China and Taiwan, hopefully deterring China's goal of a "friendly reunion." 
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Then the fleet would push on to the seas around Japan, to station itself close to the Kuril 
Islands, claimed by japan, occupied by Russia. 

As the fleet began its miss! on, the boiling conflicts began to spill over. Reports reached the U.S. 
of the Indian Navy massing and heading in the direction of Sri Lanka. Isolated Burma had its 
nightmare realized as China, refusing to tolerate "blatant violations of its territorial integrity," 
poured its massive People's Liberation Army over the border and quickly occupied the entire 
country. The Straits of M alacca were closed. Ominous reports coming out of Thailand recount 
Russian vessels joining the PLA Navy in theblockade. 

As the nations of the West protested and attempted diplomatic solutions, the U.S. Indian fleet 
began its mission. It now had an excuse to move closer to India: the evacuation of theAmerican 
ambassador and his staff. Perhaps India could still be convinced not to attack Sri Lanka. Next, 
the fleet would proceed to open the Straits of Malacca, by peaceful means or by force if 
necessary. It was up to China to decide if the fleet could sail through, or if it would be forced to 
blast its way through. 

Again the world found itself on the brink of total war. From all over the globe, humanity 
watched as U.S. warships headed toward the Indian subcontinent. China and Russia howled at 
this blatant act of provocation and mobilized their forces. Not blinking, determined to make 
them stand down, the powerful U.S. battle fleet began its dangerous journey. 

MAIN MENU BASICS 

The Main Menu is where you access the gameplay options of JANE'S FLEET COMMAND. From here, 
you adjust game settings, launch tutorials, single missions or the Campaign, create custom 
missions or multiplayer action, and check the career of your current commander. H ere you also 
find jane's Reference, a guide to thefleetsof the game and their respective platforms. 

LOGIN 

First, you must log m: 

1. Following the opening video, the LOG IN box appears, with the Command Center in the 
background. 

2. Enter your fleet commander's name in the LOG IN box. If you have already created a 
commander or commanders, click on the name under which you want to play. Your 
commanders' careers are automatically tracked by the game. (See >■ Admiral’s Log on 
p.ll) 

3. When you have created or chosen a commander for your mission, click OK. The Main menu 
appears. 

4. Click the Main menu item you wish to access. 
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MAIN MENU 


TUTORIALS 

To get a good grasp of the interface of JANE'S FLEET COMMAND, it is recommended you try the 
tutoriais before proceeding to the missions or campaign. The basic procedures are described in 
four tutoriais, each devoted to an aspect of gamepiay such as command of piatforms and 
weapons depioyment. M aster these training missions and you are prepared to take your fleet 
into action. 


^ jK. NOTE: Ambient and 3D sounds are disabled during all tutorial missions to allow the player 
to hear the tutorial Instructions without interference from other sound sources. Time compression 
is also disabled. 


Tutorial#! Guides you through the point-and-ciick interface used to issue 

commands to the piatforms under your controi. 

Tutorial #2 Describes how to conduct basic air-to-air and air-to-ground combat 

missions. 

Tutorial #3 Trains you in the basics of surface ship warfare: heiicopter air 

controi, surface warfare, air warfare, and anti-submarine warfare. 

Tutorial#! Covers carrier combat: how to iaunch aircraft from the carrier 

deck, identifying unknown aircraft, and combat airpatroi missions. 

SINGLE MISSIONS 

Choose from many chaiienging situations taking piace in various potentiai giobai hotspots 
from the North Sea to theTaiwan Straits. The missions vary in difflcuity, and the composition 
of friendiy and hostiie forces. Mission objectives aiso vary, from conducting iimited surface 
strikes to accompiishing muitipie tasks. For information on specific Single Missions see 
^Single Missions in Missions and Campaigns or\ p. 71 
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CHOOSE MISSION 


MISSION AREA 
MAP 


CANCEL 


MISSION SUMMARY - 


ACCEPT 


To begin a single mission: 

1. Click the mission title of your choice. A description of that mission appears along with a 
map of the region where the mission takes place. Stars next to the mission name denote 
level of difficulty, from one star (easy) to four stars (most difficult). 

2. ClickACCEPTif you want to play that mission, or CANCEL to return to the Main menu. 

3. The M ission Tasking screen appears with further information on the goals and dangers of 
the operation. You are given another chance to accept or reject the mission. 

4-. Click ACCEPT to begin the scenario, or CANCEL to return to the Single Missions screen. 


CAMPAIGNS 

The campaign consists of four scenarios. Your Carrier Battle Group (CVBG) must first intervene 
in the Indian Ocean, where India is threatening to invade its small island neighbor Sri Lanka. If you 
achieve the mission's goals, your fleet will re-supply and rearm itself and begin the next scenario. 

Upon successful completion of each mission, you continue to the next asyour fleet makes its 
way toward the waters around the Kuril Islands and a final showdown with the resurgent Red 
Fleet. For more background on this near-future conflict, see Time; I7;eJVearf;/n/reon p. 5. 

To begin the Campaign: 

1. From the Main menu, click Campaigns. You are taken to the Campaigns screen. 

2. Theboxin the upper left lists the missions in the Campaign. The first mission is highlighted 
in blue; the others are grayed-out. You must start with the first mission. 

3. To proceed from one mission to the next, you must successfully complete all the goals of 
the specific mission and score a minimum mission effectiveness rating. The mission 
effectiveness rating increases for each campaign mission: 

Mission 1: Bay of Bengal: 50%or higher score to proceed. 

Mission 2: Strait of M alacca: 5 5% or higher score to proceed. 

Mission 3 : Tai wan Strai t: 6 0 % or h i gh er score to proceed . 

Mission 4: Kuril Islands: If you complete the final mission with a score of 65%or higher, 
you are honored with a victory video. 
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i. Click thefirst mission. Its description appears. ClickACCEPT to receive the mission brief. 

5. Click ACCEPT to load the first mission and begin the campaign. Between successful 
missions, your fleet re-supplies and prepares itself for the next theater of action. 

MISSION EDITOR 

Custom build a mission as tough as you want, anywhere you want, with enough randomly 
generated events that it becomes different each time it is played. You can vary any combination of 
16 fleetsin JANE'S FLEET COMMAND in alliances and rivalries of your choosing, along the coasts or far 
into the seas anywhere in theworld. For more information, see Mission Editor or\ p. 94. 

MULTIPLAYER 

Up to four players can link up via Internet or a local network, choose their navies and their 
alliances, and engage in combat against human opponents or computer Al. For more 
information, see y^Multiphyerm p. 135. 

OPTIONS 

The sights and sounds of JANE'S FLEET COMMAND can be adjusted to suit your needs with the 
Options menu. There are also adjustments you can make to the play of the game for either 
easier play or more realism. For more \r\fomat\or\, see Options in Detail or\ p. 24 



GRAPHICS 


SOUND 


GAME 


MULTIPLAYER 


OPTIONS 

GRAPHICS: Adjust the 2D map's resolution and scroll speed, and adjust the quality of the 
game's graphics and effects. Here you also set the in-game zoom level. ^Options in 
Detail/Graphics on p. 25. 

SOUND: Adjust the volume levels for music, ambient sound, voice (flight instructor, ship, and 
aircraft messages), sound effects, and 3D sound effects. See Options in Detail/Soiindorr p. 27. 

GAME: The beginner may want to adjust the difficulty of the game. H ere are several options 
to make gameplay a bit easier for those just starting out. Click the box to the left of these 
options to activate these aids. See>-OptionsinDetail/Gameoe p. 28. 
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Quick Airckaft Launch: Shortensthetimeittakesyourcarriersandairportstogettheir 
planes in theair. (See Launching Aircraft or\ p. 19.) 

On-Demand Sub Comms: When ON you can order a submarine to communications depth 
before its scheduled arrival time. 

Replenish Air Stations: When ON, aircraft at air stations are automatically rotated as 
they run low on fuel. 

EMCON at Mission Startup: The Emissions Control (EM CON) option defaults to ON at 
game installation. At the start of the game, all ships' sensors are off. You must manually 
activate the sensor systems you wish to use. With EMCON option ON, all aircraft airborne 
at the start of a mission have as default their sensors ON. With EMCON option OFF, all 
platforms begin the game with their radar ON. The setting at game exit is in effect at next 
startup. 

Ships Auto-Engage Incoming Missiles: When ON, your ships engage incoming missiles 
without a direct order from you. 

Aircraft Engage Hostiles aeter Performing VID: When ON your aircraft 
automatically engage any contact it identifies as hostile without a direct order from you. 

Auto-ID Incoming Air Targets: When ON any air track approaching at a speed 
exceeding 500 knots is automatically classified asAir Assumed Hostile. 

ADMIRAL'S LOG 

The Admiral's log tracks the careers of each commander you create. Here you find the results of 
your current commander's completed missions. To see thespedficresults and score for each completed 
mission, doubleclick on that mission's name. See ^-Admiral’s Log in Detail on p. 23. 

JANE'S REFERENCE 

Known around the world for accuracy and up-to-the-minute information, Jane's has specs for 
every weapons platform in JANE'S FLEET COMMAND. Come here for facts and figures about your 
fleet— and thoseof your enemies. For information on how to accessjane's information from all 
arwof the game, see Jane’s Reference in Detail on p. 29. 

To access Jane’s Information: 

1. Click thejane's Reference button on theMain menu. Jane's Information opens. 

2. Click thenation and then theplatform aboutwhich you wantto learn more. 

3. Click the folded edge of the page in the upper-right corner to proceed to the next page of 
platform information. 

To exit Jane's Information, movethe cursor off the book on the right side of the screen and 
click. You return to theMain menu. 

EXIT 

^ Click EXIT. You have the option to change your commander or to leave the game. 
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GAMEPLAY BASICS 

The i n-game tutori als (see 2 ^ Tutorials or\ p. 8 ) wal k you through the interface and many aspects 
of gameplay. Below are concise descriptions of the game screen and basic commands. 
Information here allows you to get underway in a hurry. For more information see 2 ^ Gamcp/ay 
Details or\ p. 32 

THE COMBAT DIRECTION SYSTEMS 
DISPLAY (CDS) SCREEN 

The Combat Direction Systems (CDS) screen, the main game screen, consists of four distinct 
display areas: the 2D Tactical Display (2D Map), the Regional Map, the 3D Window, and the 
Data Display. 


2D TACTICAL 
DISPLAY MAP 


REGIONAL- 
DISPLAY MAP 



2D TACTICAL DISPLAY MAP 

Here you can select, or hook, a platform by left-clicking on its symbol. You can issueordersto 
your fleet from the 2 D map and keep a close eye on the mission. See 2 ^ 2D Tactical Display in 
Detail or\ p. 32. 

^ Press H/Bl on your keyboard or key pad to zoom in/out and get a better view of the 
mission's progression regardless of where your cursor is on the screen. You can also hold 
|l CONTROL II and left/right<lick to zoom in/out at the cursor location. If your mouse has a 
scrollingwheel,you can use it to zoom in/out. 

Press n on your keyboard to choose the view of your platforms, NTDS (Naval Tactical 
Data System) symbols or visual representations of the platforms. Cycle through symbol 
sizes and NTDSwith successive presses of ffl. Formoreinformation see Symbol Displays 
on p. 14. 


NOTE: A hooked platform is denoted by a white box around its symbol. Any contact sending an 
audio radio communication message is denoted by a white circle around its symbol for as long as it is 
speaking. If a platform Is hooked and delivers an audio message, the white circle does not display. 
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REGIONAL DISPLAY MAP 

This map shows a quick view of the totai mission area. Blue dots represent your fleet, red dots 
represent the enemy, green dots are neutrai, and yellow dots are unidentified objects. The 
purple square shows the area currentiy dispiayed in the 2D map. 

Press O/H to shrink or eniarge the purpie square. This zooms the 2 D M ap in/ out. 

^ Ciick and drag the purpie square to pan the 2D Map view. 

^ if you are zoomed in,ciick on apiatform (represented by the coiored dots) to center the 2D 
Map over it. 

3D VIEW 

Hooked piatforms are dispiayed in graphic 3D representation in the 3D Window. Press 
II CONTROL II and H/Q to zoom your view in/out, or press v and the arrow keys to rotate the 
an gi e of you r vi ew, regard i ess of w here you r cu rsor i s on th e screen . 

^ Press B to switch the 2D and 3D screens to get a bigger view of criticai moments in the 
mission, watch pianes take off and iand on carriers, or foiiow the progress of a missiie to its 
target. 

^ Press to bring your 3D screen to Action Camera view. This feature captures the key 
events between 3 D views of the seiected (hooked) piatform. See >~3D View in Detail/SD 
Camera Views or\ p. 37. 

DATA DISPLAY 

This box shows the current statistics for a hooked piatform, either yours, your enemy's or 
neutrai. if the object has not been identified, no information is yet known. Keep track of your 
piatforms' weapons ioadout, fuei, and damage assessment. See >~Data Display in Detail on 
p.39. 

THE COMBAT DIRECTIONS SYSTEMS DISPLAY (CDS) MENU 

The CDS M enu aiiows you to customize 2 D map features, save, and exit a mission. Press ilEscjl 
to deseiect aii objects then right<iick anywhere on the CDS screen to bring up the CDS Menu. 
A check mark indicates thefeature is activated. To seiect a menu option, ieft-ciick on the option. 
Seiecting a checked option turns it OFF. Seiecting an unchecked option turns it ON. 

SYMBOL: Seiect from smaii, medium, or iarge 3D graphic symbois or NTDS symbois. 
Repeated seiection cycies through aii options. See Combat Direction Systems Display (CDS) 
in Detail/2D Tactical Display in Detail/Map Symbols m p. 3 3 . 

SYMBOL CONTROLS: Dispiay PIM (Position and Intended Movement) legs, velocity 
leaders (heading indicators), air stations, or ship stations on the 2D map. Velocity (heading) 
indicators are on by default. See >-CDS Screen in Detail/2D Tactical Display in Detail/Map 
Symbols /Symbol Controls on p. 33. 

FILTERS: Select which symbols display in the 2D map. See ^CDS Screen in Detail/2D 
Tactical Display in Detail/Map Symbols /Filters on p. 3 3 . 
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DRAWING TOOLS: Draw an air corridor on the map, add a range circle to the map or 
around a platform, or mark and label a position on the map. See t^CDS S creen itiDetail/2D 
Tactical Display in Detail/Map Symbols/Drawing Teals on p. 3 4 . 

SAVE GAME: Save the game at the current point in time without exiting the mission. See 
i^Gaineplay Details/Ending a Mission/Save and Exit on p. 69. 

SAVE AND EXIT: Save the mission and exit to the main menu. See ^Gameplay 
Details/Ending a Mission/Save and Exit on p. 69. 

EXIT MISSION: Exit the mission. You are not given an opportunity to save the game if you 
select this option. See >^Gameplay Details/Ending a Mission/Exit to Mission Debrief on p. 69. 

SYMBOL DISPLAYS 

Contacts are displayed on the 2 Dmap as either Naval Tactical Data System (NTDS) symbols or 
as small, medium, or large 3D graphic symbols. The CDS Menu and the HI key permit you to 
select the manner in which these contacts are displayed. See >~Ganieplay Details/ 2D Tactical 
Display in Detail/Map Symbols on .p. 32. 

COLORS AND ALLIANCES 

All contacts on the 2D map are classified by the game as Ownside, Allied, Hostile, Unknown, 
or Neutral. Both the NTDS symbols and 3D graphic symbols use color to represent side 
alliances. 


COLORS 

JANE'S FLEET COMMAND uses th e f ol I ow i n g co I ors to den ote si de al I i ances. 


COLOR 

ALLIANCE 

COLOR 

ALLIANCE 

Blue 

Ownside 

Orange 

Allied 

Red 

Hostile 

Yellow 

Unknown 

Green 

Neutral 




When a platform is destroyed, its symbol turns a shade of gray depending on its alliance. 
Destroyed platforms belonging to Ownside appear as a light shade of gray while all other 
destroyed platforms display as a dark shade of gray. 

In general, a gray symbol indicates the platform is unavail able. For Ownside there are two cases 
when a sub platform is unavailable: either it has been destroyed or it is below communications 
depth. Be sure you check a sub's damage level in theData Display to ensure you do not confuse 
the two. 

ALLIANCES 

JANE'S FLEET COMMAND uses the following definitions when assigning alliances to contacts in 
missions. 

OWNSIDE: All platforms, weapons, and land based sites under the control of the country of 
the current commander. Orders can only be issued to Ownside platforms. 
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ALLIED: All platforms, weapons, and land based sites under the control of countries allied 
with OwnsIde.You can not Issueorders to Allied platforms, but they do attack hostile targets 
on their own. 

HOSTILE: All platforms, weapons, and land-based sites Identified as belonging to countries 
hosti le to the country of the current commander and Al I led forces. 

UNKNOWN: Any contact not yet Identified as All led, hostile, or Neutral. 

NEUTRAL: All platformsnotdeclaringsidealllanceinthecurrent dispute. 

AIR ASSUMED HOSTILE: An air contact not Identified but assumed to be hostile 
because of its proximity to a known hostile platform or site. 

SUB ASSUMED HOSTILE: A sub-surface contact not identified but assumed to be hostile 
because of its proximity to a known hostile platform or site. 

NAVAL TACTICAL DATA SYSTEM (NTDS) SYMBOLS 

The shape and color of NTDS symbols provide important information concerning the type and 
alliance of screen contacts. Ships, submarines, airplanes, and missiles have different NTDS 
shapes and colors depending on alliance. Some NTDS symbols are the same shape regardless 
of alliance. In those cases, you must rely on the color of the symbol to determine the all lance 
of the track. 


NTDS 

OBJECT 

NTDS 

OBJECT 

W 

Submarine, Ownside/ Allied 


Missile, Ownside/Allied 

N/ 

Submarine, Hostile 


Missile, Hostile, Unknown 

LJ 

Submarine, Unknown 


Torpedo 

•u* 

Submarine, Neutral 


Helicopter 


Aircraft, Ownside/Allied 


M ine 


Aircraft, Hostile 

X 

Land-based Object 

m 

Aircraft, Unknown 

A 

Downed Pilot 

iHi 

Aircraft, Neutral 

C| 

Air Station (CAP) 

G 

Surface Ship, Ownside/Allied 

a 

Explosion 

O 

Surface Ship, Hostile 

|s| 

Ship Station 

□ 

Surface Ship, Unknown 

❖ 

Rally Point 

O 

Surface Ship, Neutral 
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3D GRAPHIC SYMBOLS 

By default contacts are displayed on the 2D map as NTDS symbols. You may prefer to view 
contacts as small graphical symbols representing the 3D models. You can view these symbols 
in small, medium, or large sizes by toggling through the options on the 2D Map right<lick 
menu or by repeatedly press! ngtheffl key. In most cases, color is the only indication you have 
of sidealliancewhen usingtheSD GraphicSymbol view. 


SYMBOL 

OBJECT 

SYMBOL 

OBJECT 

- 

Submarine 


Patroi Craft 

■ 





Aircraft, miiitary 


Commerciai Vessei 


Aircraft, civiiian 



Missiie, Mine 


Downed Piiot 


Torpedo 


Heiicopter 


Airport 


Carrier 


Sam Site 






Destroyer 


Land Site 


The following display as NTDS symbols even when 3D graphic symbols are selected. 

• Air Station (CAP) ‘Explosion 

• Ship Station ‘Rally Point 


GAME CURSORS 

The following table lists all the cursors you may encounter during game play. Along with an 
illustration of each cursor, the name as it is referred to in this document and a brief description 
of where and why you may seethe cursor is provided. 


CURSOR 

NAME 

DESCRIPTION 


Air Corridor 

Appears while you are drawing an air corridor on the 2D map 


Air Station 

Appears when a single aircraft of Ownside is hooked and the cursor 
moves over an air station to which the aircraft can be assigned 


Arrow 

Default cursor indicating no other action is taking place; appears 
on the Regional Display map, the 2D map, the Data Display and 
the 3D View 
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CURSOR NAME DESCRIPTION 



Cross 

Appears when you are attempting to place a position mark on the 
2D map 



ffl 

Grab 

Appears when you are moving an air or ship station on the 2D 
map 


Hand 

Appears when you have selected an air or ship station and are 
about to move it on the 2 D map; also appears on the Regional 
Display map when the purple rectangle is being dragged to a 
new location 

1 

Hourglass 

Appears while the game is performing some activity which 
requires you to wait 

© 

Invalid 

Appears on the 2 D map whenever the cursor passes over a target 
which is invalid for the current command or action 

(He. 

Multi pleinvalid 

Appears on the 2 D map whenever the cursor passes over a target 
which is invalid for the current queued command 


Multiple Position 

Appears on the 2 D map whenever the cursor is over a val id area 
required by a queued movement command (e.g., Transit) 


Multi pleTarget 

Appears on the 2 D map whenever the cursor is over a val id target 
required by aqueued command (e.g., Engage, EngageWith, 
Rescue, Jam) 


Multi plelD 

Appears on the 2 D map whenever the cursor is over a val id target 
required by aqueued Identify command 


Position 

Appears on the 2D map whenever one or more moveable Ownside 
platforms are selected and the cursor is over a valid transit location 


RangeCircle 

Appears while you are drawing a range circle on a platform or on 
the 2D map 

t> 

Search 

Appears when you are drawing a search box on the 2D map within 
which the selected aircraft performs a Sonobuoy Search 

^mfl 

Ship Station 

Appears when a single ship of Ownside is hooked and the cursor 
moves over a ship station to which the ship can be assigned 


Crosshair or Target 

Appears when one or more Ownside platforms are selected and the 
cursor passesover a Hostile platform on the 2D map whenever one of 
thefollowingcommandsisissued: Identify, Engage, EngageWith, Jam, 
Rescue: also appears as the default cursor when oneor more Ownside 
platforms are selected and the cursor passes over any Hostile platform 


Eye 

Appearswhen oneor more Ownside platforms are selected and the 
cursor passesover an Unknown platform on the 2D map 


Zoom 

Appearswhen the 2D map is zooming in or out 
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ISSUING COMMANDS 

As commander, you issue orders to your fleet from the CDS screen with either mouse or 
keyboard commands. Commands can oniy be issued to your own seiected biue contacts. 

BASIC MOUSE COMMANDS 

Gamepiay in JANE'S FLEET COMMAND depends, to a iarge extent, on controii ing your mouse. W hi ie 
the in-game Tutoriais instruct you in most aspects of mouse controis (See >~Tutorials on 
p. 8), the basic mouse functions are described beiow. 

LEFT-CLICK: C iicking the ieft button ofyour mouseover an objectwhiie the cursor is over 
itseiects that object. 

RIGHT-CLICK: Ciicking the right button of your mouse issues commands to the seiected 
Ownsidepiatform. if you hook one of your piatforms and right<iick over a contact or on the 
map, thedefauits iisted beiow occur. 

Right-click on Enemy or Neutral Obiect: The hooked piatform moves to attack the 
chosen enemy object. The best weapon for the attack is automaticaiiy seiected. (See 
^Engaging the Enemy, p. 19) 

Right-click ON Unknown: The hooked piatform moves to identify the unknown object. 

Right-click on Friendly Platform: The right-ciick options menu appears, from which 
specific commands are issued. (See >~Platform Options Menu beiow.) 

Right-Click on the 2D map or Regional Display Map: The hooked piatform transits 
to that map position, if the piatform is a group ieader, the objects in the group foiiow it in 
transit. 

PLATFORM OPTIONS MENU COMMANDS 

When you right<iick on one of your own hooked piatforms on the 2D map, the piatform's 
Options menu appears. Here you issue specific orders to eiements of your fleet. Left-click and 
slide the cursor down the options list and its sub-menus. To select an option, left-click on that 
option. Each platform has its own set of options. Following is a list of commands common to 
most weapons platforms. 


^TIP To safely display the right-click menu for a hooked platform, right-click in the Data Display area of 
the CDS screen instead of on the hooked platform's symbol in the 2D map. This ensures you bring up the Platform 
Option Menu instead of inadvertently issuing a right-click order. 


ENGAGE WITH: Call up a menu of weapons available on your platform. Left-click to select 
your chosen weapon. Move the cursor over the desired target. The cursor becomes a crosshair. 
Right-click to launch theattack. 

FLIGHT DECK: Call up a list of the aircraft Stationed on the ships in your fleet. Click on a 
carrier's flight deck to call up a list of all available aircraft onboard (See J^Launching Aircraft, 


18 


GAMEPLAY BASKS 


below). Many ships aside from carriers also have small launch areas from which helicopters— 
very useful for ASW (anti-submarinewarfare) and rescue operations— lift off. For information 
on how to change an aircraft's loadout, see >-Gamepky in Detail/ Launching Aircraft ar\ p. 50. 

IDENTIFY: Left-click the command and move the cursor over the unknown object. The 
cursor becomes an eye. Right-click the contact to order your craft to approach and identify 
unknown objects as Friendly, Enemy, or Neutral platforms. This is a very useful function to 
avoid accidentally shooting down civilian airliners or antagonizing neutral nations. 

SENSORS: Calls up a menu of the detection systems in operation. Left<lick to activate or 
deactivate chosen systems. Pressing EHlEII +iE] activates the selected platform'sradar systems. 

RETURN TO STATION: Left-click to command your platform to return to its original 
position. 

RETURN TO BASE: Left<lick to command your platform to return to its airbase, carrier, 
or ship of origin. 

RESCUE: Left-click to prepare a platform for a rescue mission. M ove the cursor over the 
downed pilot and right<lick.Your craft proceedsto his location to rescue him. 

ENGAGING THE ENEMY 

Each platform has a range of weapons with which to attack the enemy or defend itself. The 
basic commands to target and attack an enemy are the same for all platforms. For more 
instruction, itisrecommendedyouplayTutorials2 and 3 (see 5^ Tiftoriakon p. 8 )These tutorial 
missions contain details and allow practice in the various aspects of combat. For in-depth 
information, see>~Gameplay Details/Engaging the Enemy on p. 47 . 

To engage the enemy: 

1. Left-click to select the platform you're using for the attack. 

2. Right<lickon theselected platform. The Platform Options menu appears. Slide the cursor 
to ENGAGE WITH:. 

3. A menu of theweaponsavailableto your platform appears. Move thecursor to theweapon 
you want to choose for your platform's attack. Left-click again to load theweapon. 

□ The weapon's range appears as a red circle with your platform in the center. 

4. Move the cursor over the enemy target and righWick. If the target is within range, your 
platform prepares and fires theweapon. If the target is outside weapon range, the platform 
movesinto range before firing. 

For a quick attack, lefWick on your chosen platform and right<lick on the enemy target. 
Your platform automatically moves in for the attack using the most appropriate weapon. 

LAUNCHING AIRCRAFT 

When launching aircraft from a platform, the time it takes to get the craft airborne depends on 
its state of preparedness. Keeping a steady number of aircraft on alert status ensures yourfleet's 
air force can get airborne and into the fight as quickly as possible. See Launching Aircraft In 
Detail on p. 50. 
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To launch aircraft: 

1. Click FLIGHT DECK from the selected platform's right-click menu. The Flight Dialog 
appears. 

2. The aircraft selection boxin the top center of the Flight Dialog displays the aircraft pending 
for launch and the platform's other available aircraft. Click the arrow on the right side of the 
ai rcraft sel ecti on box to see a I ist of th e aval I abl e ai rcraft ty pes. 

3. Click the aircraft type you wish to prepare for launch in the aircraft selection box. The 
Flight Dialog now shows a list of that aircraft type and columns displaying their state of 
readiness. 

i. All craft take a total of 30 minutes to prepare for launch. You can raise each aircraft's state 
of readiness by clicking the desired Alert column: 5, 15, or 30 minutes to launch. Your 
platform's crew begins readying that aircraft to be prepared for launch in that time. 

5. When you choose to launch your aircraft, click the LAUNCH button. The time it takes for 
the craft to get airborne depends on its state of alert. If you anticipate a need to get some 
fighters into the air quickly, put a force on Alert 5. This way, when the launch command 
comes, they can be airborne in 5 minutes. 

□ Aircraft receiving orders to take off but not assigned an Alert status need 30 minutes to 
launch. 

□ QUICK AIRCRAFT LAUNCH on the Game Options screen reduces the launch time from 
minutes to seconds. When ON, aircraft require only 5, 15, or 30 seconds to launch. Craft 
receiving orders to take off but are not assigned an alert status, need only 30 seconds to 
launch. This setting is ON by default. 


KEYBOARD COMMANDS 

A concise I ist of the keyboard commands is shown here. For more information see^Keyboard 
Commands in Detail on p. 5 5 


GENERAL KEYS 

H 

g 

g 


|Icontroiii +[T] 


Show key commands onscreen (game pauses). 

Toggle 2 D/ 3D screen positions. 

Access comms screens: View tasking messages, intelligence 
reports, and comms messages. In Multiplayer mode you can send 
chat messages as well asview the chat history. 

Access ASTABs (Automated Status Boards): displays information 
on damage, fuel consumption, and weapons loadout for all 
Ownside and Allied platforms, as well as a summary of the 
mission's effectiveness and battle results. 

Access Options screen (See >■ Options in Detail at\ p.24.) 
Accessjane's Reference Browser. 

Minimize game. 
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ffl 

M 

II CONTROL II + IIg1 

Toggle time scale (Time compression: lx4x) (See Keyboard 
Commandsin Detail on pageSS.) 

Pause game. 

Save game. 

Save and Exit. 

n 

End mission. 

m 

IICONTROtll + ra 

Multiplayer chat. 

Make a screen capture. (See Keyboard Commands in Detail on 
p.55.) 


3D KEYS 

llcoNTRoiii +iiTiyiBEI^El Pan view. 
|lcoNTROLi +[^g Zoom in/zoom out. 


ffl 

Lock view. 

m 

Full-screen 3D view. 

IE°] 

Tethered camera view of selected platform. 

Fly-by camera view of selected platform (returns to tethered view 
when done). 


Action camera view of key events (returns to tethered view when 
done). 

il 

Detach camera view from selected platform. 

2D KEYS 

ishieh+iai 

Show/hide allies. 

isHiEn+imi 

Show/hide threats. 

ISHIEH+IEI 

Show/hide neutrals. 

ISHIEH+Iu] 

Show/hide unknowns. 

ISHIE5+III1 

Show/hide ESM (Electronic Warfare Support Measures) bearing 
lines . 

|SHIEH+^ 

ishieh+ik] 

Show/hide velocity leaders (heading indicators). 
Show/hide track numbers. 

|lsHIE5+jlj 

ISHEIl+ll 

Show/hide tags (OFF by default). 

Show/hide PIM (Position and Intended Movement) legs (OFF by 
default). 

S 

El 

a 

Show/hide ship stations (OFF by default). 
Show/hide air stations (OFF by default) 
Show/hide default tactic (OFF by default) 
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|lcoNTROL|| +|[I|-|l9] Assign group (See Platform M aneuvering on p. 88) 

|lcoNTROii| + |[SHiFTj| +|lI]p[[9] Show group members 
G3-EI Select group 

II SPACEBAR I I Hookspeakingplatform. (SeeKeyboard Commands in Detail on p. 

55 .) 


MAP CONTROL KEYS 


BQ 

|l CONTROL II 4- 

RIGHT/LEFT MOUSE 
MOUSEWHEEL 


B 


EHIEH +Ilx] 


m 

|l ENTER I 

|ICONTROLII + [a| 
|ICONTROLII + {Mj 
|ICONTROlll + |y| 



Pan map. 

Zoom in/zoom out. 

Zoom in/zoom out. 

Zoom in/out. 

Toggle NTDS (Naval Tactical Data System)/ 3D graphic symbols. 
Select next closest platform in current view. 

Center map at cursor. 

Activate quick range circle. 

Toggle latitude/longitude display ON/OFF. 

Toggle scale display ON/OFF. 

Add location marker at cursor; add a label to the location marker 
by selecting the marker and pressing e. 

Add air corridor. 

Add range circle to map. 

Toggle radar coverage. 

Deletes selected map object. 

Cancels current operation. 


PLATFORM SHORTCUT KEYS 


IMEH +H] 

IHH+II! 

IHEII+IIl 

IICONTROlll + l 
|ICONTROl|| + [ 


Identify. 

Engage. 

Return to base. 

Return testation, 
jam. 

Toggle EM CON (radar) ON/OFF for selected units. 
Rescuepilot. 

Search. 

Aircraft scram (disengage from threat) north. 
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|ICONTROL| + (fs| 
|ICONTROLII + [e] 
|ICONTROLII + |w| 


MEH +II] 

IBHEI +IIII 

IBHEI +IIII 

MEH +IzI 

iMEn +iii 

IHEII+S 

|ICONTROl| + fc| 
|ICONTROL| + (fj] 

IICONTROLl + gl 

|Icontrolii +[l] 

H 

iMEn +ig 


|ICONTROl|| + (fp] 


Aircraft scram (disengage from threat) south. 

Aircraft scram (disengage from threat) east. 

Aircraft scram (disengage from threat) west. 

Fiightdeck. 

Accessjane's Reference about currentiy seiected object. 

Set speed of seiected object siow. 

Set speed of seiected object medium. 

Set speed of seiected object fast. 

Set aititude/depth of seiected object iow/shaiiow. 

Set aititude/depth of seiected object medium. 

Set aititude/depth of seiected object high/deep. 

Stay at communications depth. 

Comms intervai 1 hour (intervai of time subs rise to 
communications ievei). 

Comms intervai 2 hours. 

Comms intervai 4 hours. 

Show/hide user commands. 

Show/hide raiiy points: iaunched aircraft fly to the iaunching 
piatform's designated raiiy point and patroi there untii given 
further instructions. You must seiect a iaunching piatform prior to 
issuing this command. Ciick and drag the raiiy point to change its 
position. 

Toggie piatform range circie drawing. 


MAIN MENU DETAILS 

ADMIRAL'S LOG IN DETAIL 

TheAdmirai's Log aiiowsyou to review the resuits of missions you havepiayed. JANE'S FLEET 
COMMAND maintains a iog for every commander you create. The iog dispiays the best score for 
every mission attempted by your current commander. 

M issions are grouped by category. Other Missions dispiays the names of tutoriai, muitipiayer, 
and user created missions. The names of Campaign and Single missions dispiay in their 
respective categories. Itmay benecessary toscroii downtoseeaii missions compieted by your 
commander. The date and time you compieted your best score for a mission foiiows the 
mission's name in the iog. 
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To see the specific results and score for a listed mission, double<lick on that mission's name. 
In a separate window you see the same information that was displayed on the Debrief screen 
when you completed that mission. Click on the names of killed or damaged platforms to 
display the name of the platform and weapon inflicting damage. Clicking on items in the 
Assigned Tasks column displays information on thecompletion status of that task. 



OPTIONS IN DETAIL 

The opti ons aval I abl e i n JANE'S FLEET COMMAND are descri bed i n detai I bel ow. The Opti ons screens 
are accessiblefrom the Main Menu by clicking on the Options button and during gameplay by 
pressing S. Some options can only be set prior to the start of a game. The game retains all of 
your option settings at game exit, so if you customize your settings, they are restored the next 
timeyou play thegame. 

□ An X in the square button to the left of an option indicates that the option is activated, in 
theSoundscreen,thesquarebuttonfollowsthelistedoption. 

^ Click on the square button to toggle its state. 

Click on theACCEPT button to save any new selections. 
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□ ACCEPT saves changes made to all Optlonsscreens, notjustthecurrentscreen. 

□ Click on the CANCEL button to maintain your previous settings. 

□ CANCEL does not save changes to any Options screens Including the current screen. 

□ Click on the DEFAULT button to return the settings to those originally Installed. 

□ DEFAULT returns options to their originally Installed values on all screens. 

GRAPHICS 

The Graphics options are contained on two screens. To access the second page of Graphics 
options click on the right-facing arrow In the bottom right corner of page one. Click the left- 
facing arrow on page two to return you to the first page of Graphics options. 




NOTE: In general, setting options to OFF or LOW improves game performance, but causes the 
graphics to look pixilated and less visually pleasing. 


GRAPHICS OPTIONS; PAGE 1; 

2D MAP RESOLUTION: HIGH, MEDIUM, LOW. This setting determines the visual 
quality of the2D map. (Defaults to HIGH) 

2D MAP SCROLL SPEED: SLOW, MEDIUM, FAST, OFF. When the cursor is placed at the 
edge of the CDS screen, it turns into a scroll arrow and scrolls the view in the 2D map in the 
direction of thearrow. These settings control how fastthescreen scrolls. (Defaults to SLOW.) 

2D MAP ZOOM LEVELS: 5, 10, and 20. This setting determines the total number of 
zoom levels aval lable between thecompletely zoomed out and the completely zoomed instates 
of the2D map. (Defaults to 10.) 

USE RELIEF SHADING ON MAP: When ON, this option offers better visualization of 
land and ocean contours on the 2D Map. (Defaults to ON.) 

SCREEN RESOLUTION: Two drop down lists appear under this label. The drop down list 
on the left displays the valid display drivers for your computer. The drop down window on the 
right displays all valid resolutions for each driver. 

The list of drivers varies from computer to computer but the Default option is always aval lable. 
The DEFAULT option tells the game to pick the best display driver at 640x480 resolution. The 
game first tries glide(native3dfxAPI), then tries any D3D secondary displays, then theD3D 
primary display driver, in that order, until a valid 640x480 driver can befound.A valid driver 
is one that supports a defined set of 3D hardware acceleration features. Typical video boards 
support this set of features, so it is likely that a D3D driver is selected at 640x480. 

The driver option and resolution displayed in the two windows are the current settings in use. 
If a driver other than the current driver is chosen, that driver is not activated unti I the game has 
exited and restarted. You are prompted of this requirement upon saving the graphics options. 
Changing the resolution to something other than 640x480 does not require a game restart. 

The game supports the foil owing resolutions (depending on your hardware): 

• 640x480, 800x600, 1024x768, 1280x1024, and 1600x1200. 

Your machine may not be able to use all of these. 
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NOTE: for resolutions other then 6A0xA80, the game switches to the higher resolution only 
for the "in-game" screens. During this switch, the user may experience a blank screen for a brief 
period of time. 



SOUND 


GAME 


GRAPHICS 


MULTIPLAYER 


CURRENT 

SCREEN 

RESOLUTION 

SETTING 


CURRENT DISPLAY 
DRIVER 


NEXT PAGE 


GRAPHICS OPTIONS; PAGE 2 

TERRAIN QUALITY: HIGH, MEDIUM, and LOW. This setting determines the visual 
quality of 3D land terrain and directly effects game performance. Use the LOW setting if you 
havealow-end CPU orvideo board. (Defaults to HIGH.) 

SMOKE QUALITY: HIGH, MEDIUM, and LOW. This setting determines the visual quality 
of the smoke from explosions and resulting fires. (Defaults to MEDIUM.) 

ANIMATED WATER: When this setting is activated, water in the 3D view appears as 
rollingwaves. Selectingthis option can causeasubstantial reduction inframerateon lower-end 
computers. (Defaults to OFF.) 

RAIN: Rain displaysin the3D view when appropriateifthisoption isactivated. (Defaults to 
ON.) 

TRANSPARENT WATER: When activated, objects just below the water's surface, such as 
hulls and propellers, arevisiblethrough thewater and wakes are less clearly defined. (Defaults 
to OFF.) 

SHADOWS: When activated, all 3D objects display shadows in daylight hours when 
weather conditions permit. (Defaults to ON.) 

LOCAL LIGHTS: When activated, lighting effects in the area around explosions, lightning, 
and missilelaunches are seen. (Defaults to ON.) 

DISABLE 3D VIEW: When activated, no 3D objects appear in the 3D view. Turning this 
option on provides a significant improvement in game performance. (Defaults to OFF.) 
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SOUND 

From the Sound screen you can set levels for all available sounds In JANE'S FLEET COMMAND or 
turn them off completely. If you have chosen a minimal Install of JANE'S FLEET COMMAND, you 
may find that game performance Is Improved by turning off sound options. 

MUSIC ENABLED: When this option Is activated, background music Is on. (Defaults 
to ON.) 

AMBIENT ENABLED: When activated, platform engine and missile flight sounds are on. 
Turning this feature off may provide a slight Improvement In game performance. (Defaults 
to ON.) 

VOICE ENABLED: Tutorial Instructor, ship, and aircraft crews voices are on when this 
option Is activated. (Defaults to ON.) 

SOUND EFFECTS ENABLED: Sound effects for explosions, missile launches, and guns 
are heard this option Is selected. (Defaults to ON.) 

3D SOUND EFFECTS ENABLED: This option requires 3D sound card support. 
Selecting this option provides a Doppler effect for ambient sounds In the game. Turning this 
option off may Improve game performance. (Defaults to OFF.) 
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GAME 

Game options allow you to adjust the difficulty of the game. Some options decrease the time 
needed to complete a mission. Other options relieve you of the responsibility for engaging 
specific types of threats. 

QUICK AIRCRAFT LAUNCH: This option shortens the unit of time required to launch 
an aircraft from minutes to seconds. For example, instead of a 5, 15, or 30 minute launch time 
requirement, with Quick Aircraft Launch ON these times are reduced to 5, 15, and 30 seconds. 
For more information see ^Launching Aircraft in Detail on p. 50. (Defaults to ON.) 

ON-DEMAND SUB COMMS: Submarines can only be given orders when they are at 
communications depth (Comms depth). They are timed in thegameto rise to communication 
level only at specific time intervals. With this option ON, you can command the sub to rise to 
comm level at any time, provided it is not engaged in combat, bypassing the programmed 
interval. (Defaults to OFF.) 

REPLENISH AIR STATIONS: With this option ON, aircraft at air stations are 
automatically rotated as they run low on fuel or are destroyed. If you send your aircraft on a 
mission, this option no longer applies. (Defaults to OFF.) 

EMCON AT MISSION STARTUP: As defined in the game, any platform in Emissions 
Control (EMCON)statushasall radars and passive sonars turned off. Since thisoption defaults 
to ON, that means that at the start of the game, all ships' sensors are off. You must manually 
activate the sensor systems you wish to use by accessing the platform's right<lick SENSORS 
menu. 

With thisoption ON, all aircraft that are airborne at the start of amission havetheir radars ON, 
but any aircraft launched during gameplay from a platform in EMCON is also in EMCON. If 
you turn thisoption OFF, all platforms start the game with their radars ON. This option can not 
be changed during gameplay. (Defaults to ON.) 

SHIPS AUTO-ENGAGE INCOMING MISSILES: When this option is ON, your ships 
automatically engage incoming missiles with the best weapon available as soon as they are 
within range. When this option is OFF, you are responsible for defending your ships from 
missile attack. (Defaults to OFF.) 

AIRCRAFT ENGAGE HOSTILES AFTER PERFORMING VID: When thisoption is 
ON, your aircraft automatically engage any contact it identifies as hostile without a direct order 
from you. When this option is OFF, aircraft return to station after they have identified an 
unknown contact. (Defaults to OFF.) 

AUTO-ID INCOMING AIR TARGETS: When thisoption is ON, any air track approach- 
ing at a speed exceeding 5 00 knots is automat! cal ly classified asAir Assumed Hostile. When this 
option isOFF,such contacts are classified as Unknown until visually identified. (Defaults to OFF.) 
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MULTIPLAYER 

The M ultiplayer button on the Options screen is only enabled when playing in M ultiplayer 
mode. Click on the Options button on the Multiplayer Game Setup screen to view the Options 
screens with the Multiplayer button enabled. See Multiplayer Optimism p. 140. 

JANE'S REFERENCE IN DETAIL 

Jane's Reference material is useful when determiningthecapabilitiesof your fleet and that of 
you r al 1 1 es. 1 1 i s al so a val u abl e too I for assess! n g th e stren gth of you r en emy 's fl eet or th e ran ge 
of an incoming missile. When planning or creating scenarios in Mission Editor, use the jane's 
platform information to ensure that the fleets you design have balanced capabilities. 

JANE'S INFORMATION BROWSER 

The jane's Browser contains an Order of Battle for 16 countries and neutral aircraft used in 
JANE'S FLEET COMMAND. Only platforms used in thegameareincluded. Information isarranged in 
the browser as it is in JANE'S FIGHTING SNIPS. Submarine classes are followed by major surface 
combatants, ordered by tonnage, then all remaining surface ships. The selected country's 
aircraft follows the ship classes. Weapons are also included and are categorized by function. 

A j ane's Reference entry contains three pages. 

□ The first page of a platform entry contains platform specifications, and information on 
weapons loadout, sensor capabilities, and the number and names of ships in the class. 
Weapon entries list the selected weapon's specifications. 

□ The second page contains the best available photograph of the platform or weapon. 

□ The third page provides a view of the 3D model represen ting the selected platform/ weapon 
during gameplay. The 3D model isspinningwhen you first access the 3D page. To stop the 
spinning, place your cursor over the model and press (i spacebar i or one of the arrow keys. 
The object stops spinning and you can use the arrow keys on your keyboard and 13 orQ 
to rotate the model and zoom in and out, respectively. To start the model spinning again, 
press S. Not all jane's entries display a 3D model. 

j an e's i nformati on is aval I abl e i n browser vi ew or as pi atform specifi c i nformati on as descri bed bel ow. 


29 



JANE'S FLEET COMMAND 


BROWSER VIEW 


1. Click thejane's Reference button on the M ain menu. During gameplay press @ to access 
the browser. The game pauses if you access the browser during gameplay. Thejane's 
Information Browser opens. 

2. Click a nation name in the left-hand column. A list of that country's submarine classes, 
surface classes, and available aircraft appears in the right-hand column. You may have to 
scroll down to see all platforms available in some lists. Click on the name of the platform 
about which you want to learn more. 

3. Click the folded edge of the page in the upper-right corner to proceed to the next page of 
platform information. When you have viewed the Information, photo, and 3D model for 
that entry, you are returned to the country'sTable of Contents (TOC) page. Select another 
platform within the country's TOC or click on a different country name to switch to that 
country'sTOC. 

4. Click on aweapon category in theleft-hand column. Theweapons of that type availablein 
JANE'S FLEET COMMAND appear in the right-hand column. 

5. Click on aweapon name to access the information on that weapon. 

6. To exit jane's Information Browser, move the cursor off of the book on the right side of the 
screen and click. 

□ If you accessed the browser from the Main menu, you exit to the Main Menu. 

□ If you accessed the browser during gameplay with the F7 key, you return to the CDS screen 
and the game resumes. If you paused the game yourself prior to accessing the browser, the 
game remains paused at browser exit. 


JANE'S PLATFORM SPECIFIC INFORMATION 

In addition to the browser view, individual entries from the browser are available during 
gameplay and from the Mission Editor. No entries are available for unknown contacts, neutral 
ships, or land sites. 



CLICKTO 
TURN PAGE 


CLICKTO EXIT 
BROWSER 


30 



MAIN MENU DETAILS 


GAMEPLAY ACCESS 

Once a contact has been identified you can access its Jane's entry quickiy, without atrip to the 

browser. If you spot an A4 Kitchen missiieciosingon your ship you need information on that 

missiiein a hurry! 

1 . H ook the piatform or missiie about which you want information by ciickingon itssymboi. 

2. Press the B key. The game pauses and the Piatform Specific Information Window appears 
dispiaying the Jane's entry for the seiected missiie or piatform. No other entries are 
avaiiabie. 

3. Click on the appropriate button (TEXT, PHOTO or 3D) to view the information on the 
selected platform. 

4. Click on theCLOSE button to return to theCDSwindow. 

MISSION EDITOR ACCESS 

Thejane's Browser is not accessiblefrom Mission Editor, but you can view Jane's information 

for a selected platform as described below. 

1 . Place a platform (Sub, ship or aircraft) on the map. (^Mission Editor on p. 94 for 
instructions on adding platforms.) 

2. Once you have customized the platform's entry by specifying a country, class, and name, 
click on the platform's icon to select it. 

3. When the platform is selected, press 0 to bring up thejane's Platform Specific Information 
Window entry for that platform class. No other entries are accessiblefrom this view. 

4. Click on the appropriate button (TEXT, PHOTO or 3D) to view the information on the 
selected platform. 

5. Click on the Close button to return to the Mission Editor window. 
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GAMEPLAY DETAILS 

The Gamepky Basics section of this manuai and the Tutoriai missions present enough 
information to heip you get your fleet underway in a hurry. This section provides an in-depth 
examination of game screen functionaiity, mouse and keyboard commands, mission exit and 
debrief information. Information on engaging the enemy and iaunching aircraft is aiso 
expanded here. 

THE COMBAT DIRECTION SYSTEMS DISPLAY 
(CDS) SCREEN IN DETAIL 

As fleet commander, you direct your forces from the Combat Direction Systems (CDS) screen. 
The CDS screen contains four distinct areas: The 2D Tactical Display (2D Map), the Regional 
Display (Regional Map), theSD View, and the Data Display. Each ofthefour areas has different 
functionality and is designed to provide specific types of information as described below. 



2D TACTICAL 
DISPLAY MAP 


3DVIEW 


REGIONAL 
DISPLAY MAP 


DATA DISPLAY] 


2D TACTICAL DISPLAY IN DETAIL 

The 2 D Tacticai Dispiay, or the2 D M ap, shows aii the contacts and tracks currentiy detected by 
your assets. The radar and sonar detections of ai i of your piatforms and those of your ai i ies are 
shared.The2D Map reflects this combined data as coioredsymbois. From here you issue orders 
to aii piatforms under your command. See ^-Issuing Commands in Detailon p. 41. 

MAP LOCATION 

By defauit, the 2D Map isiocated in the iarge, upper portion of the CDS screen. The position of 
the 2D Map can be switched with the 3D view by pressing g. However, a commander has 
access to more information and has greater maneuverabi i ity when the 2 D M ap is in the upper 
dispiay area. 
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MAP SYMBOLS 

At the start of a mission contacts are dispiayed as Navai Tacticai Dispiay System (NTDS) 
symbois. By a symboi's coior, you can determine which tracks are friendiy, Aiiied, hostiie, 
Neutrai, and which contacts are not yet identified. The shape of the symboi identifies it as a 
piane, surfacevessei, submarine, heiicopter, weapon, iand site, or other contact of interest. (For 
acompieteexpianation of NTDScoiors and symbois see on p. 14.) 

T racks can be dispiayed as NTDS symbois or as graphic symbois. In general, the NTDS symbols 
take up less space on the screen. Press n to select a different symbol view. Cycle through the 
small, medium, or large symbol sizes and NTDS with successive presses of ffl, or select the 
symbol type from theCDSMenu. 

The short lines extending from the center of some NTDS symbols are velocity leaders. In 
gameplay they indicate the heading of the platform or weapon. When using graphic symbols, 
track heading can bedetermined by noting which direction the graphic representation is facing. 

Air Stations, Ship stations, and PIM legs also have symbols that display on the map. You can 
customize which symbols and features are displayed as described below. 

SYMBOL CONTROLS 

in addition to track symbols, there are other map symbols that identify locations and provide 
valuable information. Below are the options listed in the CDS/SYMBOL CONTROLS menu. 
Toggling these options display or hide the indicated symbols. A description of each option and 
the alternate keyboard command for toggling the symbol display is provided. 

SHOW PIM LEGS: Position and Intended Movement (PIM) Legs show the ordered course 
of a formation. When ON, PIM legs display on the 2D map as one or more white lines. The 
keyboard command for toggling this display is I1SHIFT|| + [mI. (Defaults to OFF.) 

SHOW VELOCITY LEADERS: Velocity leaders are the short lines extending from 
platform and weapon NTDS symbols. The I ine indicates the heading of the track. The keyboard 
command for toggling this display is I1SHIFT|| + gj. (Defaults to ON.) 

SHOW AIR STATIONS: An air Station is a location in air space where an aircraft is 
assigned to patrol. The keyboard command to toggle this display is0. (Defaults to OFF.) 

SHOW SHIP STATIONS: A ship Station is a location relative to a formation leader where 
a ship is assigned. The keyboard command to toggle this display is H. (Defaults to OFF.) 

FILTERS 

You canfilterwhich typeof tracks display on the2D map from either theCDS/FlLTERSmenu 
or by using keyboard commands. Listed below are the CDS/ FILTERS menu selections with a 
description of the option and an alternate keyboard command for toggling its display. 

SHOW THREAT: When ON, all red hostile tracks appear on the 2D map. The keyboard 
command to toggle this display is IISHIFT|| + g], (Defaults to ON.) 

SHOW ALLIED: When ON, all blue and orange Allied tracks appear on the 2D Map. The 
keboard command to togglethis display is IIShifti| + g. Defaults to ON.) 

SHOW NEUTRAL: When ON, all green Neutral tracks appear on the 2D map. The 
keyboard command to toggle this display is |ISHIFT|| + g|. (Defaults to ON.) 
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SHOW UNKNOWNS: When ON, all yellow unknown tracks appear on the 2D map. The 
keyboard command to toggle this display Is |ISHIFT|| + gj. (Defaults to ON.) 

SHOW TAGS: When ON, the complete names, designations and hull numbers of contacts 
appear beside tracks on the2D map. The keyboard command to toggle this display Is IISHIFT|| + 
111. (Defaults to OFF.) 

SHOW TRACKS: When ON, track numbers appear next to all contacts on the2D map.The 
keyboard command to toggle this display Is IISHIFT|| + g], (Defaults to ON.) 

SHOW ESM BEARING LINES: When ON, all deep purple, medium purple and pink, 
ESM and Accoustic bearing lines appear on the 2D map. The keyboard command to toggle this 
display Is [1SHIFT| + g], (Defaults to ON.) 

DRAWING TOOLS 

You may place markers and other reference objects on the 2D map to help determine ranges 
and locations. The following drawing tools are available from the CDS/DRAWING TOOLS 
menu. Description sand alternate keyboard commands for activatingthetoolsarellsted below. 

ADD AIR CORRIDOR: To add a corridor, select this option from the CDS 
Menu/DRAW I NG TOOLS menu (or keyboard command ||coNTROL|| +[lj|), then left-click on the 
map where you want the corridor to begin and dragthellnein thedesired direction. Left<llck 
at the location of the other end of the air corridor to place It. The air corridor end points 
automatically extend to the edges of the CDS screen regardless of where they are Initially 
placed. To select the corridor, scroll to the edge of the map, locate the + sign at the end of the 
air corridor, and left-click on It. To change the width of the corridor, double click on the -F sign, 
or press I enter | while the corridor Is selected to bring up the change width dialog. To delete the 
air corridor, select It and press m. An air corridor Is for your own reference. Add one where you 
see numerous civil Ian aircraftflyinginthesame basic flight path. Air corridor lines remind you 
that Unknown air tracks In that area are probably civilian and may not require Immediate 
Identification. Keep In mind that your enemies sometimes attempt to hide In civilian air lanes. 

ADD RANGE CIRCLE TO PLATFORM: To place a range circle around a platform, 
select this option from the CDS/DRAWING TOOLS menu, then lefWIck on a platform and 
drag the circle to the desired radius. Left-click again atthedesired location to pi ace the circle on 
the map. To delete a platform's range circle, select the platform and press IlcoNTRori +g. This 
keyboard command also allows you to place a range circle around a platform. Press 
(CONTROL II + 111 ] then follow the left<l Ick directions above. One use of a platform range circle Is 
to Indicate the range of a weapon carried by the platform. Range circles can only be added to 
your own platforms. 

ADD RANGE CIRCLE TO CHART: To add a range circle to the map, select this option 
from the CDS/ DRAWING TOOLS menu, then left<llck on the center point of the desired circle 
and drag to thedesired radius. Left<llck again at that location to fix the circle on the map. To 
use the keyboard command, press |1control|| +[|m1, then click and drag as described. To change 
the radius of a range circle, select the center point, then press e or double<lick on the center 
point to display the Change Radius dialog. To delete the circle, select the center point, then 
press ED. 
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MARK POSITION: To mark and label a position on the 2D map, select this option from the 
CDS/DRAWING TOOLS menu then left-click on the desired location. To use the keyboard 
command to enter a marker, place your mouse cursor over the desired map location and press 
I ENTER I , To add a label to the location marker, select the marker and press e or doubled ick on 
the marker. This brings up the Change Label dialog box. To remove the marker from the screen, 
select the marker and press IMJI . Markers are useful for designating locations specified in 
intelligence messages or markingarendezvouslocation and time. You can also place a marker 
and target it with aTLAM. 

HOOKING SYMBOLS 

If a selected, or hooked, platform belongs to Ownside, you can issue orders to the platform. See 
>~Issuing Commands in Detail on p. 41. Any symbol can be hooked and information about the 
hooked object is seen in the Data Display. 

Leftdick on a track's symbol to hook it. All known information about the selected track 
appears in the Data Display. See Data Display in Detail on p. 39. 

Right<lick on the selected symbol to bring up the platform's options menu. The Platform 
Option Menu is only available for Ownside platforms. For a detailed explanation see 
Gameplay Details /Issuing Commands in Detail /Platfonn Commands on p. 4 1 . 

To select multiple tracks, left-cl ick and drag a box around the desired contacts, or hold down 
jlSHiFTii and left-cl ick on the contacts you wish to select. No information appears in the Data 
Display when more than one symbol is selected. You can only multiple select your own 
platforms. 

Pressing IMI selects the next closest track in the current 2D zoom level. 

^To de-select a hooked contact, press lll^l or left-click on the 2D map. 

MAP ZOOM LEVELS 

The view in the 2D Map depicts the area defined by the purple rectangle in the Regional 
Display on the bottom left of the CDS screen. Zooming in allows you to get a closer look at hot 
spots and other areas of interest. By default there are ten zoom levels. If you prefer more or 
fewer zoom levels, press B to access the Options screen. The zoom level settings are on page 
oneof Graphics Options. 

There are several waysto zoom in on the2D Map. 

^ Press H/Q on your keyboard or keypad to zoom in/out. This method zooms in/out on 
the center of the current view regardless of the position of the cursor. 

Hold II CONTROL II and left/right<lick the mouse to zoom in/out at the cursor location. 

^ If your mouse has a scrolling wheel, you can use it to zoom in/out. This method is not 
affected by the cursor location. 



NOTE: If the map is zoomed in, press IIShiftii «[lj to center the map view at the cursor location 
without affecting the zoom level. 
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LATITUDE/LONGITUDE AND SCALE 

When the 2D map is in theiarge, upper portion of the CDS screen, the iatitude and iongitude 
of the cursor's iocation dispiays in the iower ieft corner of 2D map. The current range scaie 
dispiays beneath the iatitude and iongitude. The iatitude and iongitude does not dispiay when 
the 2D map is switched with the 3D view. Oniy the scaie information dispiays on the 2D map 
when it is in the smaiier iocation. Ifthistext isin the way of action you wish to view, press® 
to hide/show the iatitude and iongitude text. Press @ to hide/show the range scaie 
information. 

RADIO COMMUNICATIONS 

As you issue orders to your fleet, their responses, as weii as additionai reports, are heard and 
the text of these messages dispiays at the bottom of theiarge, upper section of the CDS screen. 
A iist of aii radio messages you have received can be viewed in the Messages section of the 
Comms screen. Press 10| then ciickon the M essages button to view aii message traffic. 

A white circie appears around the symboi ofthepiatform transmitting a radio report on the 2D 
map as weii as on theRegionai Dispiay map. To hook the piatform sending the message, press 
[i sPACBAii ii whiiethewhitecircieisvisibieon the screen. 

REGIONAL DISPLAY IN DETAIL 

TheRegionai Dispiay or Regionai Mapisiocated in the iower ieft corner of the CDS screen. The 
dispiay shows a 600 nmi by 600 nmi map and represents an overview of the entire battie 
space. 

COLORED DOTS 

The dots represent ai i contacts as your forces detect them. The coior of a dot corresponds to the 
coior of the contact's NTDS symboi. Blue dots represent your fleet, red dots represent the 
enemy, green dots are Neutral, and yeUow dots are unidentified objects, if an explosion or a 
I ine of bearing appears on the 2 D M ap, it also appears on the Regional M ap. 

TNE PURPLE RECTANGLE 

The purplerectangleshowsthe area of the battle space currently displayed in the2D Map. The 
smallerthesize of the rectangle in theRegionai Map, the greater the level ofzoomin the2D Map. 

^ Press to shrink or enlarge the purple square. This zooms the 2 D M ap in/out. 

^ Click and drag the purple square to pan the 2D map view. 

^ If you are zoomed in, click on the Regional map to center the purple rectangle at the 
cursor's location. If the cursor location is close to the edge of the map, the rectangle centers 
as close to thecursor as the dimensions of theRegionai map allow. 

^ Click on a platform (represented by the colored dots) to center the 2D map over it. 

RADAR COVERAGE CIRCLES 

The lighter shaded circles on theRegionai map indicate the areas of the battle space currently 
covered by your force's radar. The extent of the coverage depends on the location of your forces 
and whether or not their radars are turned on. 


36 


GAMEPLAY DETAILS 


At installation, all aircraft airborne at the start of amission have radars on by default. Surface 
platforms do not. if a platform's radars are OFF, select the platform's symbol and press 
|lSHiFTi| +|[g, This turns that platform's radars ON. If the platform's radars are ON, this command 
turns them OFF. Depending on the location of the platform in the battle space, you may or may 
not detect a change in your over-all radar coverage circles. 


NOTE: If you prefer that all platforms begin a mission with their radars ON, click on the Options 
button in the Main Menu before you select a mission. Click on the Game button, then turn OFF 
the EMCON at Mission Startup option. As defined in the game, a platform in Emissions Control (EMCON) has all 
radars OFF. Turning this option OFF results in all radars being ON at mission startup. Be aware that this setting 
is saved on game exit and in all future missions your platforms also startup with their radars on until you turn 
the EMCON and Mission Startup option ON again. 


To toggle the display of the radar coverage circles, press ||control| +EI, This command simply 
removesor displays the circles. All contacts remain visible on the Regional Map. 

3D VIEW IN DETAIL 

The3DView,or3D Window, is located in thebottom center of theCDSscreen by default When 
a platform, weapon, building, or downed pilot is selected in the 2D Map, its graphic 3D 
representation is displayed in the3D Window. If more than onesymbol isselected in the2D 
screen, the3D Window displays the representation of thefirst contact selected. 

CONTROLLING THE 3D VIEW 

The 3D view ofthecurrently selected contact is centered in the 3D window. You can adjust the 
camera position for a different view of the object. You can also switch the area of the CDS 
screen where the 3D view appears. 

^ Press V and fZJ/Q to zoom your view in/out, or press II control | and the arrow keys to 
rotate th e an gl e of you r vi ew, regard I ess of w h ere you r cu rsor is on th e screen . 

^ Pressgjto togglethepositi ons of the2D and3D screens. For some systems, performance 
shows a noticeable improvement when the 3D view is placed in the large upper window. 

^ Press H to fill the entire screen with the 3D view. When the 3D view fills the screen, only 
keyboard commands related to the 3D Camera view are functional. No orders can be issued 
until you return to the CDS view. 

3D CAMERA VIEWS 

Four camera angles are available for viewing the 3D objects in JANE'S FLEET COMMAND. The 
current camera view is always noted in the upper left corner of the 3D window. 

TLTUERED CAMERA 

With this view selected, the camera is always attached to the hooked contact. Using the pan and 
zoom keys you can adjust the angle of the view, but the object remains centered in the 3D 
screen. This is the default view for all objects in the 3D window. 

^ Press B to return the 3 D screen to theTethered camera view. 
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FLY-BY CAMERA 

The camera appears to fly by or over the hooked object when this view isseiected.Oncethefly- 
by is compiete, thecamera returns to thetethered view of thehooked object. 

^ Press @ to activate the Fiy-by camera view. 

ACTION CAMERA 

When the Action Camera is seiected, the 3D view jumps to a key event regardiess of which 
piatform is hooked in the 2D map. Key events inciude weapon hits, weapon and aircraft 
iaunches, and aircraft takeoffs and iandings. The names of the weapon and/or piatforms 
invoived in the action dispiays on the 3D screen beneath thecamera view text. The 3D view 
moves to the next key event or returns to tethered view of the currentiy hooked object when 
the action event has compieted. 

Press ^ to switch to Action camera view. 

DFTACUED CAMERA 

In this view, the camera remains stationary and the hooked piatform moves away from the 
camera at its current rate of speed. Aircraft disappear from the 3D window quickiy in this view. 
The track remains hooked even though its 3D object is no ionger visibie in the 3D window. 
Seiect one of the other camera views to return the hooked object to the 3 D window. 

^ Press ^ to detach the camera view from thehooked piatform. 

LOCKED 3D VIEW 

‘•The 3D camera can beiocked on a specific piatform or object. When thecamera isiocked 
on an object, that object remains in the 3D view no matter what track is subsequentiy 
seiected on the 2D map. 

On the 2D map seiect the piatform or object to be kept in the 3D View. 

Press n. The word LOCKED appears in the iower ieft corner of the 3D window. The 3D 
view remains on theoriginaiiy seiected object regardiess of which track is hooked. 

Press n again to uniock the view. 

3D DISABLED 

When you seiect DISABLE 3D VIEW in the Graphics section of the Options menu, the 3D view 
is biacked out and a message informing you that 3 D is disabied appears in the center of the 3 D 
window, itremains there and no 3D objects can beviewed untii you once again enabie3D from 
the Graphics options screen. Disabiing3D can improve game performance on some machines. 

The3D viewisautomaticaiiy disabied anytime the FiightDiaiog or other diaiog box is visibie on 
the CDS screen, even when 3 D is enabied. The message disappears and 3 D is once again enabied 
as soon as you ciose the diaiog box, provided 3D is enabied in the Graphics options screen. 
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DATA DISPLAY IN DETAIL 

The Data Display is located in the lower right corner of the CDS screen. Information 
concerning any track selected in the 2D map displays in this area. The extent of information 
displayed depends on which track is selected in the 2D map. When no contact is selected, 
moving your cursor over a track in the 2D map displays that track's information in the Data 
Display. Once the cursor is moved again, the Data Display is cleared. No data is available when 
more than one track is selected, if you tab through tracks on the 2D map, each track's 
information is shown in the Data Display as it is selected. 

PLATFORM INFORMATION 

The Data Display contains more information about your own platforms than those of your 
enemies, neutrals, and unknown platforms. When a friendly platform is hooked, its name, 
class, track number, course, speed, current orders, percent of damage, and current weapons 
load out are displayed as applicable. The altitude of your aircraft and the depth of your 
submarines are also displayed. 

When a platform is reloading a weapon launcher, it is temporarily unable to fire that weapon. 
In the weapons list, any weapon that is being reloaded is listed in red instead of yellow text. 

Data Display information about aThreat, Neutral, or Unidentified contact consists of its name, 
track number, course, speed, altitude or depth as appropriate, and itspercent of damage. 

LAND-BASED INFORMATION 

Selecting a land-based contact provides you with the name of the contact and its track number, 
its course indicates the direction the object isfacing.Thesite's current percent of damage is also 
available. 

MAP OBJECT INFORMATION 

Click on a range circle, position marker, air corridor, or other map object to view its 
specifications in the Data Display. Information varies depending on the type of map object. For 
example, to view information about an air corridor, select it by scrolling to the end of the 
corridor at the edge of the map and clicking on the plus sign appearing in the corridor at the 
edgeof thescreen. Specific information about the corridor is displayed in the Data Display area, 
including the latitude and longitude of its end points, its heading, and its width. 

TIME 

The twenty-four hour digital time display in the bottom left corner of the Data Display shows 
the time of day in the current mission. For example, if the mission scenario starts at 1PM, the 
time in the Data Display is 13:00. Your time in the mission is added to this display. After 
twenty minutes of play the time shown is 13:20. 

SCALE 

When time is a factor or your platforms need to transit for long distances, it is helpful to speed 
up game play. In addition to real time, JANE'S ELEET COMMAND supports three levels of time 
compression. The time scale displays in the bottom line of the Data Display after the word 
SCALE. Time compression isrepresented by a progression of colored bars. 
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□ At lx, (real time), a short green bar is displayed. 

□ At 2x, (twice real time) a taller yellow bar follows the green bar. 

□ At 3x (four times real time) a taller orange bar is added. 

□ At 4x (eight times real time) a taller red bar is added. 

Press the H! key to toggle through all scales in order, lx follows 4x in this rotation. 
P ressi n g IEontrol il + m at any time compression immediately jumps the game back to real 
time. 



NOTE: Time compression is not avaiiabie in the tutorial missions or in Muitiplayer missions. 


PAUSED GAME INDICATOR 

When the game is paused the word PAUSED replaces the Scale in the bottom line of the Data 
Display. To pause/resume the mission press B. Any player can pause a multiplayer mission. 
The name of the player who paused the game is also displayed. Only that player can resume 
gameplay. 

FLASNING MESSAGE INDICATOR 

When you receiveadditional taskingor intelligence messages, you arenotified by a flashing red 
square in the bottom right corner of the Data Display. In most cases you are also notified by a 
voicemessagefromyourComms Officer. To view the new message, press then theTasking, 
Intel, or Messages button as indicated in the audio message. New message traffic always 
follows previous messages on the screen. The indicator continues to flash until you access the 
correct area of the Comms screen. 



PLATFORM 
OR OBJECT 
INFORMATION 


MESSAGE 

INDICATOR 


40 



GAMEPLAY DETAILS 


ISSUING COMMANDS IN DETAIL 

This section describes aii piatform commands and provides instructions on their usage. 
Expanded information on engaging the enemy, iaunching aircraft, the Fiight Diaiog, and 
keyboard commands are aiso presented here. A concise description of basic mouse and 
keyboard commands is found in >~GamepkyBa.sics/Issiiing Commands or\ p. 18. 

PLATFORM COMMANDS 

The commands avaiiabiefor aii sea and air piatformsin JANE'S FLEET COMMAND are iisted beiow. 
The commands avaiiabie oniy to specific types of piatforms are noted and aii methods of 
issuing a command are i isted. Remember,cursor shape provides information about the type of 
command being issued. Forafuii description ofJane'sFieetCommand cursors see 2 ^ Gamep/ay 
Basics/Symbol Displays/Game Cursors or\ p. 16. 

COMMANDS ISSUED TO ANY PLATFORM 

Aii of your air and sea piatforms can receive the foiiowing commands. Once issued, the 
command is iisted in the ORDERS section of the Data Dispiay as a reminder of thepiatform's 
current orders. 

IDENTIFY 

This command orders the hooked piatform to visuaiiy identify an unknown contact. Right- 
ciicking on the unknown contact orders your piatform to identify it. By defauit, the cursor 
changes to an eye when it is moved over a unidentified contact. Unidentified contacts may be 
yeiiow or red. The defauit eye cursor appears when over red Airor SubAssumed Hostiietracks 
and over aii yeiiow Unknown tracks 

Right<i ick on an Unknown contact to order your piatform to identify the unknown track. 
— or— 

SeiectiDENTiFY from the piatform'sright<i ick menu andright<iickon the unknown track. 

ENGAGE 

Any piatform with weapons can be ordered to engage a H osti ie or N eutrai track provided it has 
th e proper weapon to attack th e target. See Engaging the Enemy in Detail onp.47.Theengage 
command can beissued in thefoiiowingthreeways. 

^ Right<iickon a Hostiieor N eutrai track to engage it. 

Press E and right<iick on any track, even an Unknown to engageit. 

Seiect a weapon from the piatform'sright<i ick EN GAGE WiTH menu, then right<iickon a 
Hostiie, Neutrai, or Unknown track to engageit with theseiected weapon. 

TURNON/OEE SENSORS 

Neariy aii piatforms have sensors. Whether you turn them on or ieave them off depends on 
your game strategy. (See >■ Game Strategy /Sensor Employment on p. 90.) Sensors inciude both 
radar and sonar. There is a keyboard command for toggiing radar ON and OFF, but sonars can 
oniy be turned ON with the piatform's right-ciick menu. A piatform's Fire Controi radar (FC 
Radar) is activated automaticaiiy when the piatform is ordered to engage and turns off 
automaticaiiy when the attack is compiete. 
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Radar Sensors 

Sel ect SEN SORS from the platform 'sright<lick menu then select the name of the radar you 
wish to turn ON or OFF. A check mark Indicates that the radar Is ON. Selecting the radar 
option again toggles Its state. 

- or- 

Press IISHIFTII + [3] to togglethestate of your active radar sensors. 

□ If one of two radars Is ON, and sonar Is ON, using the keyboard command turns all sensors 
OFF, Includingthesonar sensor. 

□ If all radars are OFF and sonar Is ON, the keyboard command turns sonar OFF but does not 
turn radars ON. 

□ If All sensors are OFF, using the keyboard command turnsthe RADARS ON. 

Sonar Sensors 

•» Selectthenameof a sonar from the platform's right-click SENSORS menu to toggle Its State. 
A check mark Indicates the sonar Is ON. 

□ There Is no keyboard command to turn sonars ON butthe lBHlEIl +llcl keyboard command 
turns sonars OFF. 


NOTE: Depending on the setting of the EMCON AT MISSION STARTUP option in the Game Options 
screen, your platforms' radars are ON or OFF at the start of your mission. Be sure to visit the Game 
Options screen before starting your mission. If you start a mission in Emissions Control (EMCON) status, all of 
your platforms with the exception of airborne platforms have all sensors OFF. If you turn the EMCON AT MISSION 
STARTUP option OFF, all platforms begin the mission with radars ON. 


RETURN TO STATION 

The Return to Station command orders the platform to return to its original assigned station. 
For a ship detached from its formation, this command returns the platform to its ship station. 
Aircraft airborne at the start of a mission return to the starting CAP station when issued this 
command. An aircraft launched during gameplay which has not been assigned to a CAP station 
returns to its Rally Point. 

^Select RETURN TO STATION from a platform right<lick menu to return the selected 
platform to its station. 

- or- 

Press |ISHiFTi| +f[l]to issuethe Return to Station command. 

TRANSIT/PATROL 

When given a transit order, the platform moves to the designated location in the battle space. 
Oncethere, theplatformpatrolstheareauntilgivenfurtherorders. 

Right<l ick on the 2 D map to order a platform to transit to that location and patrol the area. 

- or- 

Right-Click on the Regional Display to order the selected platform to that location of the 
battle space. Transit is the only order able to be issued in the Regional Display. 
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CHANGE SPEED 

The speed of a platform can only be changed with a keyboard command as noted below. 

ILSHjF_Ti| +|lT| Setstheplatform'sspeedtoslow. 

|ISHiF_Ti| +|[ 2 ] Setstheplatform'sspeed to medium. 

ILSHlFTii +lfll Sets the platform's speed to fast. 

Slow, medium and fast are defined differently depending on platform type: 

Planes: 

Slow Minimum flight speed x 1.5 

Medium Minimum flight speed x 3 

Fast Fastest possi bl e speed 

Ships and Helos: 

Slow 1/3 maximum speed of platform 

Medium 2/3 maximum speed of platform 

Fast M aximum speed of platform 

Submarines: 

Slow Maximum speed x .165 

Medium 1/3 maximum speed 

Fast Maximum speed 


eATIP You can look up the minimum and maximum speeds for a platform in its Jane's Reference entry. 


COMMANDS ISSUED ONLY TO SNIPS, SUBS, AND NELKOPTERS 

RESCUE 

The rescue command can only be Issued to surface ships, submarines, and helicopters. Planes 
travel too fast to effect a rescue. When this command Is Issued, the platform transits to the 
designated rescue site and adjusts Its speed and altitude/depth to pickup the rescue target. You 
are Informed by a verbal and text message when the rescue has been completed. Some missions 
Involve rescue of personnel at land bases. Additionally, pilots sometimes survive when their 
planes are shot down. You can send your assets to rescue a downed pilot. The downed pilot 
symbol Is contained In the table of NTDS symbols In Gamq>hy Basics! Symbol Displays qt\ p. 14. 

^ Select RESCUE from the Platform Menu, then right-click on the downed pi lot symbol or at 
the location specified in your Tasking or Intel message. The cursor becomes the cross-hair 
when over avalid rescuetarget. 

— or— 

Press IlSHiFTl +gJthen right<lickon the downed pi lot symbol or designated rescuetarget. 

COMMANDS ISSUED TO ANY AIRCRAFT 

The following orders can be issued to all aircraft. 
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(MANGE ALTITUDE 

The order to change altitude can only be issued by a keyboard command. 

IISHiFTii +m] Set the altitude of the aircraft to low. 

IISHIFIII +III] Set the altitude of the aircraft to medium. 

|ISHIFT|| +|[9] Set the altitude of the aircraft to high. 


Planes: 

Low 

Medium 

High 


1000 ft 

1/5 maximum altitude 
Maximum altitude 


Helicopters: 

Low 

Medium 

Fast 


150ft 

1/5 max altitude 
Max altitude 


eATIP You can look up the minimum and maximum altitude of an aircraft in its Jane's Reference entry. 


SCRAM 

Thescram order commands an aircraft to move in the indicated direction at its greatest possible 
speed. The command is most useful for ordering aircraft out of the way of incoming hostile 
aircraft or missiles. Scram can only be issued with a keyboard command. 

^ To issue the Scram command, select the aircraft to which you want to issue the order and 
press one of the fol I ow i ng keyboard combi nati ons. 

llcoNTRoiii +JH 1 Scramnorth 

|Icontroi|| +|1T| Scram south 

IIcontroiii +iiti Scram east 

llcoNTROiii + gf Scram w est 

RETURN TO BASE 

Return to Base sends the aircraft back to its launching platform where it lands. This command 
can only be issued to aircraft launched during gameplay. Planes may need to return to base to 
replenish their supply of weapons, sonobuoys, or fuel. 

^ Select RETURN TO BASE from the platform's right<lick menu. 

- or- 

Press B to issue the Return to Base command to the selected platform. 

COMMANDS ISSUED TO SPECIFIC AIRCRAFT 

The fol lowing orders can only be issued to aircraft with the required capabilities. 

SEARCH 

The search command is used to send aircraft in search of submarines. It can only be issued to 
aircraft carrying sonobuoys. Any plane that carries sonobuoys has a search option in its right- 
click Platform Menu. The SEARCH menu option is removed when a plane or helicopter 
depletes its supply of sonobuoys. The platform must return to its base for replenishment of its 
sonobuoy supply before the command can be reissued. 
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When this command isselected, the cursor changes to a pointing finger. Left-ciick and drag on 
thescreen to designate a search area.Thesearch box is defined when you reieasetheieft mouse 
button. To see the piatform's search assignment, make sure it is selected and press M . The 
search grid or area appears on the map in green. From the platform's right<lick SENSORS 
menu, select ACTIVE SONOBUOY if you prefer active instead of passive sonar mode. 

^ Select SEARCH from the platform's right<lick menu, then left-click and dragasearch area 
on the map. 

— or— 

Press IlcoNTROLi +gjthen left-click and dragasearch grid on the2D map. 

JAM 

Jamming involves employing electronic measures to interfere with an enemy's electronic radar 
and communication systems. Thejam command orders an aircraft with jamming capability to 
jam an enemy platform. A plane can only jam one platform at a time. A platform that is being 
jammed displays a small red dot under its symbol. A plane with jamming orders displays an 
orange line to the platform it is jamming when you press B. This command can only be issued 
with a keyboard command. It is not listed in the planes's righWick menu. For a list of planes 
with jamming capability see >-Game Strategy! Weapon and Countermeasure Employment on 
p.92. 

Press IlcoNTROLii +Ellthen right<lickon an enemy platform to issuethejam command. 

COMMANDS ISSUED ONLY TO SUBMARINES 

Submarines can only receive orders when they are at communications depth. Comms depth is 
150 feet or less. Submarines come to comms depth at varying intervals. The time interval 
before the next scheduled approach to comms depth is shown in the sub's Data Display. 

(MANGE DEPTH 

The keyboard commands for changing the depth of a submarine are the same commands used 
to set altitude for aircraft, but the result is different when a submarine is selected. The order can 
only be issued with a keyboard command. 

|ISHIFT|| +|[7] Setthedepth of thesubmarineto shallow. 

IISHiFTii +15] Setthedepth of thesubmarineto medium. 

IIShiftii -fKII Setthedepth of thesubmarineto deep. 

Shallow 150ft 

Medium 400ft 

Deep 800ft 

COME TO (OHMS DEPTH 

This command is only available if you have selected ON DEMAND SUB COMMSin the Game 
Options screen. If you have turned ON that option, this command allows you to bring the 
selected submarine to comms depth at your convenience instead of waiting the specified time 
interval. The submarine ascends immediately unless it is engaging a track or it has sensor 
contact on a nearby hostileor unknown track. This is only a platform menu option. There is no 
keyboard command. 

From the platform's right<l ick menu, select COM E TO COM M S DEPTH . 
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STAY AT (OHMS DEPTH 

When a submarine reaches comms depth, a message is sent announcing its arrival in the circle 
or signaling it is available for tasking. If no tasking is received, the submarine dives below 
comms depth after a brief period of time. To keep the submarine at comms depth, hook the 
platform and issue the STAY AT COMMS DEPTH command. This can only be issued with a 
keyboard command. 

Press |[coNTROH +[[c]to keep theselected sub at comms depth. 

SET COMMS INTERVAL 

When a submarine is at comms depth, you can set itsscheduled comms depth arrival time. This 
interval remains in effect for the remainder of the mission or until you change it again. This 
order can only be issued with a keyboard command. 

IIcontromi +Q] 1 hour interval 

|Icontrol|| +([k] 2 hour interval 

[CONTROL II +[[] 4 hour interval 

LAND-BASED ASSET COMMANDS 

The number of commands that can be issued to land-based assets is limited. You can issue 
orders to only threetypes of land sites. These are listed below along with the commands each 
can receive. 

AIRPORTS 

All airports employ sensors and can launch aircraft. No airport is armed, although frequently a 
surface missile battery is located nearby. For information on launching aircraft, see 
>■ Launching Aircraft in Detail on p. 5 0 . 

TURNON/OEE SENSORS 

Other than Launch commands which are discussed later, this is the only command you can 
issueto an airport. Most airports haveonly oneradar.ThecommandsforturningSENSORSon 
and off are described above. See Commands Issued to Any Platform or\ p. 41. 

SAM AND SSM SITES 

Surface-to-Air missile (SAM ) sites are normally found around your airports while Surface-to- 
Surface missile (SSM ) sites are located near your shore facilities. Two commands can be issued 
to these land facilities. 

ENGAGE/ENGAGE WITH 

Both the default right-click Engage command and the right-click menu/ENGAGE WITH 
command are available to both sites. These commands are described above. See ^-Commands 
Issued to Any Platform/Engage on p. 41. 

TURNON/OEE SENSORS 

SAM and SSM sites are both equipped with Fire Control and Land-based Air Radar. These 
sensors can be turned ON and OFF with a sites right-click/ SENSORS menu. The |shifti| +|[c1 
keyboard command described above also toggles the state of a site's radars. See >~Commands 
Issued to Any Platform /Turn ON /OFF Sensors or\ p. 41. 


GAMEPLAY DETAILS 


COMMANDS ISSUED TO GROUPS AND MULTIPLY SELECTED PLATFORMS 

A platform's usual rlght<llck menu Is not available when the platform Is part of a group or 
selected set of assets. Instead, a subset of commands Is available which apply to all selected 
platforms. The foil owing commands, each of which Is described above, are available as a right- 
click menu when more than one platform Is selected. 

• Engage 

• Identify 

• Return to Station 

• Return to Base 

ENGAGING THE ENEMY IN DETAIL 

To engage a hostile contact, you must first select one of your platforms. Your platform must 
carry a weapon capable of engaging the desired target. For Instance, a helicopter loaded only 
with torpedoes can not engage an aircraft. The list of weapons available to a platform can be 
viewed In two places: the platform's right-click ENGAGE WITH menu and the WEAPONS 
section of the platform's Data Display area. 

□ The platform's rIghWIck menu gives a complete 1 1st of all of Its available weapons. 

□ In addition to the names of available weapons, the Data Display provides a running count 
of the number of each weapon type still available for use. If a platform has many types of 
weapons, the Data Display lists the major weapons first. Less capable weapons, guns, and 
cannons are only listed In the Data Display as space permits. However, lesser weapons can 
still be selected for use In the rlght<llck menu. 

If your platform has depleted Its supply of weapons appropriate for a target or If you have 
selected a weapon from the ENGAGE WITH menu that Is Inappropriate for a target, your 
platform notifies you it doesn't have the necessary weapon. 

ENGAGING THREATS 

RIGUT-CLICK ENGAGE COMMAND 

When your platform is hooked and the cursor is over a hostile track, the cross-hair cursor 
appears indicating that the default right-click command is Engage. Right<licking on the hostile 
track fires the best weapon in your platform's arsenal. 

When you use the default right<lick Engage command, your platform continues to fire its 
primary weapon until the hostile track is destroyed or your platform is destroyed, unable to fire 
due to damage, has depleted its supply of appropriate weapons for the target, or until you give 
it another order. 

If your asset depletes its supply of primary weapon before the threat is destroyed, your platform 
continues to engage the hostile track with the next best weapon appropriate for the contact. 

PLATFORM MENU ENGAGE WITH COMMAND 

With oneof your platforms selected, right-click on the hooked platform'ssymbol, or right-click 
in the Data Display or 3D window to bring up the Platform Menu for that object. From the 
Platform Menu, select ENGAGE WITH todisplay the 1 1st of available weapons. Left<lick on the 
weapon of choice, then right<lickon atracktoengageit.TheENGAGE WITH command orders 
your platform to fire only oneof the selected weapon. 
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When you select a weapon, the range of the weapon displays as a red circle around the firing 
platform's symbol on the 2D map. If the firing platform is not within range of the target, you 
can select another weapon by pressing IIEsai to cancel the ENGAGE W ITH command. 


NOTE: Sometimes the range of a selected weapon is greater that the ZD map scale. In this case 
the red range circle displays off the map and may not be visible. 


DELAYED WEAPON LAUNCH 

Sometimes when you engage a target, your platform does not launch a weapon immediately. 
Instances when weapon launch is delayed are described below. 

INTLRCLPT TRACK 

Regardless of which Engage command you use, if the target is out of range of the designated 
'best' or selected weapon, the firing platform moves to intercept the target. You are notified of 
this situation by the INTERCEPT TRACK message in the ORDERS section of the Data Display. 
The weapon is fired as soon as the target is within the designated weapon's range. 

TURNING TO ENGAGE 

If you order a platform to engage a track but the required launcher is pointing in the wrong 
direction, the platform turns to unmask that battery of guns or launcher. Since this takes time, 
you are notified by a TURNING TO ENGAGE message in the ORDERS section of the Data 
Display. Theweapon isfiredwhen theplatform reaches firing position. 

WEAPON RELOADING 

After firing, some launchers must reload before they can fire again. Depending on the reload 
time of the specific launcher, there is an interval between the time you issue the Engage order 
and the time when theweapon begins firing. In this case the message in the ORDERS section 
of the Data Display reads ENGAGING TRACK but the name of theweapon currently loading is 
shown in red in the WEAPONS section of the Data Display. The text returns to yellow when the 
weapon has reloaded and theweapon fires. 

LAUNCHER DAMAGE 

If your platform incurs damage, it may lose the ability to use certain launchers. Which 
launchers are unusable depends on the location and extent of the damage. When launcher 
damage occurs, the name of the weapon fired from that launcher disappears from the platform's 
right<lick ENGAGE WITH menu and from the WEAPONS section of the platform's Data 
Display area. When your platform receives damage, it is wise to check its weapons list to see 
which missiles, guns, and cannons are still available for use. 

ENGAGING UNKNOWNS 

In some situations you may want to engage a contact still classified as Unknown. To 
immediately engage the unknown tracks, press The eye cursor is replaced with the cross- 
hair cursor and you can now right<lick to engage the unknown contact. Selecting a weapon 
from the Platform M enu's ENGAGE W ITH list also overrides the default Identify command for 
unknown contacts. 


GAMEPLAY DETAILS 


TARGETING MARKERS 

If you place a position marker on land, It Is possible to target the marker with a Tomahawk 
Land-Attack Mlsslle(TLAM). This option Is only available to submarines and surface ships that 
carry TLAM s. To place a position marker on the map, place the cursor at the desired location 
and press I enter i| , then engage the position marker as you would any hostile target. 

QUEUING COMMANDS 

Sometimes you may find It helpful to give one or more platforms a series of commands all at 
once and send them off to execute those commands, allowing you to focusyour attention on 
more critical areas. Enter queued commands. Queuing commands consists of giving multiple 
commands to a platform, each of which Is added to the platform's queue as It Is Issued. The 
platform then executes each command In the order given. 

As each command Is completed. It Is removed from the queue and the platform moves on to the 
next command. This continues until all commands In the queue have been executed. If you 
give the platform a new order which Is not queued while It Is processing a queued command, 
the queue Is emptied and the platform executes only the new order. If a platform must Interrupt 
the processing of a queued command for some reason other than a user-issued command, such 
as to avoid a missile, execution of the queued commands resumes once the threat has been 
avoided. 

In order to add a command to the queue, simply hold IISHIFT|| while Issuing the command. Both 
default rlght<llck commands and commands Issued from the platform's rlght<llck menu can 
be queued. The following 1 1st of commands can dequeued for Individual platforms, groups and 
multiple selections: 

• Engage Engage With 

• Jam Identify 

• Rescue Transit 

• Search Scram 


When you are assigning a queued command, the normal cursor displayed for that command 
has a small + to the lower right to Indicate the current command Is being added to the queue 
of the selected platform(s). 


Viewing a platform's currently queued commands Is Identical to viewing single commands. 
Simply press into view user commands. When a platform has several commands In Its queue, 
several connected lines are visible originating from the platform. Different colored lines are 
Indicative of different commands. Colored lines to a contact or location Indicate thefollowing 
commands: 


• Green Line 

• Red Line 

• Yellow Line 

• Orange Line 


Transit, Rescue, Search and Scram 
Engage and Engage With 
Identify 
Jam 


□ To remove all commands currently In a platform's queue, you simply Issue a non-queued 
command. It Is not possible to remove Individual commands from the queue. 


□ Queued commands cannot be Issued whi le the game Is paused. 
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LAUNCHING AIRCRAFT IN DETAIL 

In the heat of battle, your aircraft provide an invaluable service in protecting your battle group. 
They are your eyes in the sky, giving you early warning of incoming threats, as well as 
eliminating many hostile platforms before they have an opportunity to reach your formation. 
Therefore, it is critical that you keep a fresh supply of aircraft in the air and ready to fly at all 
times. The Flight Dialog is your I ink between victory and certain defeat. 

THE FLIGHT DIALOG 

The Flight Dialog lists all aircraft at your disposal on a given surface ship or airport. These air- 
craft can be launched or placed at various states of readiness as you see fit for the battle at hand. 

To view the aircraft available on a ship or airport and the readiness (alert) status of each, select 
a single surface ship or airport on Ownside. 

^ From the platform's right-click menu, choose FLIGHT DECK. (Pressing ID also displays 
the Flight Dialog for the selected platform.). The Flight Dialog appears. 

□ Not all surface ships carry aircraft, however, so it is possible the selected platform's right- 
click menu does not contain the FLIGHT DECK menu item (or you press IB and nothing 
happens). This situation may also occur if a platform which normally carries aircraft has 
launched all its aircraft, or has lost them all. 



CURRENT ALERT STATUS 


AIRCRAFT 
TYPE LIST 


AIRCRAFTTRACK NUMBER/NAME CURRENT MISSION TYPE 


TIMETO ALERT 


AIRCRAFT SELECTION BOX 


THE FLIGHT DIALOG COMPONENTS 

Aircraft Selection Box 

At the top center of the dialog is the Aircraft Selection Box. This is a drop down list of all types 
of aircraft available on the selected platform. Selecting a different type of aircraft from this 1 1st 
changes the type of individual aircraft listed in theremainder of the dialog. 
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Aircraft Type List 

Below theAircraft Selection Box is a 1 1st of each individual aircraft of theselected type available 
on the platform. Up to twenty individual aircraft are listed for any selected aircraft type in the 
Aircraft Selection Box. Several items are displayed for each aircraft I isted. 

TRACK NUMBER: The first item istheTrack Number of the aircraft. If theselected aircraft 
type is Pending (see below), theTrack Number field also includes the name of the aircraft type. 

MISSION TYPE/WEAPONS LOADOUT: Next to theTrack Number is the current 
M ission Type assignment of the aircraft. This field is not displayed when the selected aircraft 
type is in the Pending list. 

ALERT STATE: The remaining fields all relate directly to the readiness, or Alert State, of the 
aircraft. There are threeAlertStatusbuttons(Alert5,Alertl5,andAlert30),aTime Field, and 
a Launch button, each under appropriate headings. The colored button following an aircraft 
Track Number indicates its current Alert (readiness) State. The Time Field displays how long 
you have to wait until the aircraft reaches the selected Alert State. M ore detail regarding the 
Alert States, as well as the other fields, is given below. 

When the Flight Dialog first appears, it displays the individual aircraft of the type I isted first in 
theAircraft Selection Box. Usually this is the Pending list. The Pending list is a list of all aircraft 
of any type that are on Alert 5 status or higher. If there are no aircraft at this state, the next 
aircraft type in the list with aircraft available is displayed. 


NOTE: Selecting the QUICK AIRCRAFT LAUNCH option from the Game Options screen changes all 
times from minutes to seconds. Therefore, all discussions of time helow can substitute seconds for 
minutes when this option is used. QUICK AIRCRAFT LAUNCH is ON by default. Changing this option during 
gameplay does not effect aircraft that are already counting down to a new state. 


ALERT STATES 

There are five different Alert States and any individual aircraft can be in at most one at any 
gi ven ti me. Th ese i n cl u de Lau nch , A I ert 5 , A I ert 1 5 , A I ert 3 0 and N 0 A I ert. Th e cu rren t state i s 
indicated by the colored button associated with the aircraft, no colored buttons denoting No 
Alert. 

□ Grey buttons are the default state and reflect inactivity. 

□ Red buttons indicate that the Alert State has been ordered but has not yet been reached. In 
this case, theTime Field indicates how much time is remaining before the state is reached. 

□ Green buttons mean that the aircraft has reached theselected state. 

□ Black buttons indicate that the aircraft has been disabled for reasons to be described briefly. 

((TANGING TUL ALERT STATE 

To change the state of an aircraft, simply select the button of the state in which you wish the 
aircraft to be. The buttons are toggles, so they alternate between ON and OFF with each 
successive press. When the state of an aircraft is changed, the newly selected state changes to 
red and remains red to indicate that a change has been made, but only if at a higher alert than 
the previous state. 
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UPGRADING A STATE: Since it takes time for aircraft to upgrade themseives from one 
state to a higher state, the state change cannot occur immediateiy. This is indicated in theTime 
Fieid. The additionai time required to upgrade to the newiy seiected state is reflected in the 
TimeFieid.You can move an aircraft from NoAiertstraightto Launch. This upgrade, however, 
requires significantiy more time than, say, fromAiertS to Launch. 

DOWNGRADING A STATE: If the State of an aircraft is downgraded, the newiy seiected 
state changes to green aimost immediateiy,sincedowngradingtakes i ittie time. You can change 
states from any aiert to any other aiert. 

□ A i ert State changesdonotbeginuntiltheFlightDiaiogisci osed by ci i cki n g 0 K. 

□ Ciicking CANCEL does not execute any changes made to the aircraft. 

NO ALERT STATE 

If an aircraft is in the No Aiert state, no buttons are coiored for it in the Fiight Diaiog. This 
impiies the aircraft is beiow deck or in the hangar. It takes a minimum of thirty minutes to 
iaunch an aircraft at No Aiert. 

ALERT 30 STATE 

Aircraft on Alert 30 have the button in the Alert 30 column colored green. These aircraft are 
similar to the No Alert aircraft in that they too are below deck and it takes a minimum of thirty 
minutes to launch aircraft at Alert 30. However, it takes fifteen minutes to reachAlertlS or 
twenty five minutes to reach Alert 5 from Alert 30. A maximum of twenty four aircraft are 
allowed at Alert 30 for a given platform at any onetime. 

ALERT 15 STATE 

Alert 15 aircraft behave in much the same way as Alert 30 aircraft, they just require fifteen 
mi n u tes I ess to ch an ge states. Al so, ai rcraft at A I ert 1 5 status requ i re n o ti me to ch an ge to A I ert 
30 or No al ert. A maximumof twenty four aircraft are allowed at Alert 15 for a given platform 
at any onetime. 

ALERT 5 STATE 

Aircraft on Alert 5 act similarly to the previously described states, with two exceptions. First, 
aircraft on Alert 5 require only five minutes to move to Launch status and require no time to 
move to any other status. Second, aircraft on Alert 5 have moved onto the fiight deck or 
runway. This can have several consequences. Being on deck allows aircraft to launch faster, 
should the need arise. Aircraft on deck are also much more vulnerable to damage if the 
platform were to be hit by a threat weapon. When the fiight deck is full of aircraft on Alert 5 
awaiting launch, all other aircraft are prevented from launching. A maximum of four aircraft are 
allowed at Alert 5 for a given platform at any onetime. 

LAUNCH STATE 

An aircraft in Launch state readies itself and launches as soon as possible. The state an aircraft 
is in when it is told to launch influences which other Alert States it must passthrough first. 
Alert States can be changed at any time, with the exception of within the last minute of the 
launch countdown. There is no limit to the number of aircraft able to be placed at Launch 
status. 
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(HANGING MISSION ASSIGNMENT AND WEAPONS LOADOUT 

From the Flight Dialog, it is also possible to change the default weapons loadout for an 
individual aircraft. The type of warfare mission the plane is assigned to determines which 
weapons are loaded on a plane. The default M ission Type is displayed after the plane's name. 
Aircraft capabilities determine its possible mission assignments, and tasking can include Anti- 
Air Warfare (AAW), Anti-Submarine Warfare (ASW), Anti-Surface Warfare (ASUW), and 
STRIKE. 

Right<l icking on an aircraft's M ission Type displays a menu of other mission possibilities for 
that aircraft. Changing an aircraft's assignment changes its weapons loadout according to the 
requirements of the mission. 

When a different tasking is selected, the text in the M ission Type field displays in red. One 
consequence of changing the mission of an aircraft is that the aircraft must be below deck or in 
the hangar to be refitted with different weapons. Therefore, any aircraft whose mission tasking 
is changed and whose Alert State is greater than Alert 15 is automatically downgraded to Alert 
15 and returned below deck or to the hangar. Aircraft at Alert 15 or lower are not subjected to 
this downgrade. Any aircraft at Alert 15 or higher whose mission assignment is changed 
cannot have itsAlert State changed until after it has been refitted. This is evidenced in the dialog 
by the inability to change any states while the weapons loadout change is pending. 

No mission assignment/loadout changes take effect until you accept them by clicking the OK 
button and no mission assignment changes can be made inside the last minute of the launch 
countdown. Tasking changes are allowed at any other time. 



NOTE: Unlike most other commands, aircraft in the Flight Dialog can be manipulated even 
while the game is paused. 


THE PENDING LIST 

The Pending List is thefirst option in theAircraft Selection Box. It is provided as a quick look at 
the aircraft on deck and about to launch. As described above, the Pending List behaves in much 
the same way as any other list of aircraft of a specific type. There are a few differences. The 
Pending List can display aircraft of several different types. The Pending List displays aircraft of 
any type which isin Alert 5 or higher. In placeoftheTrack Number field is the aircraft type, as 
well as its track number. Any aircraft that is shown on the Pending List is also available in the 
list of its specific aircraft type. Asa result, any changes made to an aircraft in the Pending List 
are reflected on the same aircraft in the list of its specific type and vice versa. From the Pending 
List it is not possible to change an aircraft's mission assignment. To change the tasking of an 
aircraft that is in the Pending List, access that aircraft from the list of its specific type. 
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AIRCRAFT 

PENDING 

LAUNCH 



DISABLED AIRCRAFT ENTRIES 

Occasionally an aircraft's entry becomes disabled in the Flight Dialog. This is indicated by the 
alert button changing to black and all text changing to gray. When an aircraft entry is disabled, 
it cannot be changed in any way. There are several reasons that an aircraft's entry may become 
disabled. The most common cause is that the aircraft launches whileyou are viewing the Flight 
Dialog. Once an aircraft leaves the deck, its entry cannot be changed. One variation of this case 
occurs when an aircraft is set to Launch status but the deck or runway is full. When the 
aircraft's launch time counts down to zero, the aircraft is unable to launch until the deck or 
runway is cleared. In this instance, the aircraft's entry becomes disabled. Aircraft on the deck 
or runway are much more susceptible to Hostile attacks. If an aircraft is destroyed whileyou 
areviewingthe Flight Dialog, its entry becomes disabled. 


NOTE: Platforms that support launching and landing aircraft have different airstrips for 
landing and taking off. Therefore, even if the flight deck is occupied by aircraft on Alert b, returning 
aircraft can always land. 


LAUNCHING AND LANDING AIRCRAFT 

When aircraft reach Alert 5 status, they move to the flight deck. In the 3D window, the aircraft 
can be seen rising to the flight deck of ships on the elevator or leaving the hangar of an airport 
and taxiing to the appropriate airstrip. Once the aircraft is ordered to launch, the 3D View 
window shows the aircraft leaving the flight deck or runway and flying off to battle. As aircraft 
launch and leave the parent platform, they no longer appear in the Flight Dialog. Conversely, 
once an aircraft lands, it reappears in the Flight Dialog. As an aircraft lands, the 3D window 
shows it taxiing to the elevator and disappearing below deck or into a hangar. Aircraft returning 
to base are immediately re-fueled, repaired, and refitted with weapons once below deck. 

On rare occasions, planes launching from a carrier can experience a Cold Cat. The pilot of the 
aircraft sends a frantic message as it disappears beneath the ocean shortly after leaving the 
flight deck. Aircraft are not allowed to launch from or land on platforms with greater than 75% 
damage. If its parent platform receives extensive damage while an aircraft is returning to base, 
the aircraft actively seeks a healthier platform to land on. 
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KEYBOARD COMMANDS IN DETAIL 

What follows are expanded explanations of JANE'S ELEET COMMAND keyboard commands. For a 
concise 1 1st of the keyboard commands ^Gmieplay Basics/Keyboard Commands on p. 2 0 . 

GENERAL KEYS 

H 

SHOW KEY COMMANDS ONSCREEN (GAME PAUSES). The list of keyboard 
commands Is contained on two screens. Press H then press llAll to get to thesecond page of 
commands. Press IS to return to the first page. Press 0 again to return to the Combat 
Direction Systems (CDS) screen. 

a 

TOGGLE 2D/2D SCREEN POSITIONS. By default the 2D Tactical Display map (2D 
map) Is In the upper large area of the CDS (Combat Direction Systems) screen. You can switch 
the position of the 2D map and 3D view by pressing 0. Press H again to return the 2D map 
to the upper position. 

ACCESS COMMS SCREENS: View tasking messages, Intelligence reports, and comms 
messages. In Multiplayer modeyou can send chat messages as well as review chathlstory. 



In all Comms screens new messages appear below earlier communications. (You are alerted to 
new Tasking and Intel messages by an audio message, simultaneous text on the CDS screen and 
a flashing red square In the bottom right corner of the Data Display. The Icon continues to flash 
until the comms screen has been accessed.) 

Tasking displays your original tasking message as well as any new orders you receive 
during the course of the mission. 

Intel messages describing background or specific information about your current task, 
enemy movement, or events in your area may be received at any time during a mission. 

Messages displays the text of all audio communications transmitted by all units under 
your command. 
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Chat is only available during Multiplayer mode. You can send chat messages and review 
your complete chat history from the Chat screen. You may find it more convenient to send 
chat messages directly from the CDS screen by pressing B. See >■ Multiplayer /Out 
on p. 141. 



H! 

ACCESS ASTABS (AUTOMATED STATUS BOARDS): displays Allied Status and 
Battle Assessment information. 

Allied Status displays specific information about your own fleet, and that of your all ies. 
For each platform in your combined Allied fleet you can view its percent of damage, fuel 
consumption, and current weapon availability. Ships you have lost are listed under Killed 
Platforms. 



Battle Assessment displays the mission name, current mission effectiveness rating, the 
names of damaged and destroyed enemy contacts, and the status of your assigned tasks. 


eATIP It is a good idea to check your mission effectiveness and task assignment list in the ASTAB/Battle 
Assessment screen before exiting the game to ensure all tasks have been completed. 
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ACCESS OPTIONS SCREEN. The options screen allows you to make adjustments to 
graphics display qual ities, sound levels and other game options. See >-Options iriDetiilon p. 24. 

ACCESS JANE’S REFERENCE. This hot key takes you to the jane's Reference browser. 

The browser gives you access to information on all the countries and their platforms modeled 
in the game as well as all weapons. (If you prefer to quickly access information on a specific 
platform or weapon, hook the desired platform or weapon and press J. Only the information 
pertaining to the selected object is displayed.) See >~Jane’s Reference in Detail or\ p. 29. 

|Icontrol| +[T] 

MINIMIZE GAME. To maximize the game again, press ALT and repeatedly press TAB until yc 
reach the game icon, or click on the JANE'S FLEET COMMAND button in the Windows Task Bar. 

ffl 

TOGGLE TIME SCALE (1X-4X). In addition to real time (lx), JANE'S FLEET COMMAND 

supports three levels of time compression. The timescale displays in the bottom line of the 
Data Display after the word SCALE where time compression is represented by a progression of 
colored bars. 

• At lx, (real time), one short green bar is displayed. 

• At 2x, (twice real time) a taller yellow bar follows the green bar. 

• At 3x (four times real time) a taller orange bar is added. 

• At 4x (eight times real time) a taller red bar is added. 

• Press n to togglethrough all scales in order, lx follows 4x in this rotation. 

E! 

PAUSE GAME. The word Paused appears on the bottom line of the Data Display, replacing 
the Scale information. Press P again to resume the game. 

II 

SAVE GAME. This command allows you to save the game at any point in the game play 
without exiting the game. Adding a description of completed tasks or current ship availability 
could be helpful should you choose to replay this saved game. 
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IICONTROLII + gj 

SAVE AND EXIT. Selecting this option allows you to save the game and exit immediately to 
the M ain M enu. Adding a description of tasks completed or current status for future references 
is helpful when you return to this saved game. 


m 

END MISSION. This hot key provides only the option to quit immediately or resume play. 
You are not given an opportunity to save your game if your choose to quit. 


H 

MULTIPLAYER CHAT. This command is only available when playinga multiplayer game. 
Press K to bring up the chat dialog box on the CDS screen. Press e to send your message or s to 
close the chat dialog box without sending your message. You can also chat in the Chat section 
of the Comms screen. 

IICONTROLII + gl 

MAKE A SCREEN CAPTURE. This keyboard command creates a bitmap file of the 
current view andplacesitin the directory where JANE'SFLEETCOMMAND is installed.Thefile name 
consists of the word 'dump' and eight digits (Example: dump00621338.bmp). 

3D KEYS 

|icoNTROLii +[^[Tiy[g/[g) 

PAN VIEW OF SELECTED 3D ORJECT. Panningmovesthecameraview around, above 
or below the object centered in the 3D view. 

IICONTROLII + imin] 

ZOOM IN/ZOOM OUT. Zoom moves the camera position closer to or further from the 3 D 
Object centered in the 3D View. 
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3D CAMERA VIEWS 

ffl 

LOCK VIEW. When this is seiected, the 3D camera remains on the 3D object of the track 
seiected when the view was iocked, regardiess of which tracks aresubsequentiy hooked in the 
2D Dispiay. The word locked' appears in the iower ieft corner of the 3D dispiay when this 
option is activated. Press L again to uniock the view. 

FULL-SCREEN 3D VIEW. When activated, the 3D view ofthecurrentiy hooked track fiiis 
the screen. You may use the 3D pan and zoom keys and the camera view key commands 
when in this mode, but aii other hot keys and mouse commands are 
unavaiiabieuntii you return to the CDS view. Press H again to return to the CDS screen. 

TETHERED CAMERA VIEW OF SELECTED PLATFORM. This is the defauit view 
for aii objects in the 3D window. In this view the camera is aiways attached to the hooked 
piatform, weapon, or buiiding. Using the pan and zoom keys the camera can adjust the angie of 
the view, but the object remains centered in the 3D screen. 

IEg| 

FLYBY CAMERA VIEW OF SELECTED PLATFORM, in this view the camera 
appears to fly by or over the hooked object. Once the fly by is complete, the camera returns to 
thetethered view of thehooked object. 

ACTION CAMERA VIEW. When Action camera view is selected, the 3D view jumps to a 
key event regardless of which platform is hooked in the 2D view. Key events include weapon 
hits, weapon and aircraft launches, and aircraft landings. The name of the platforms and/or 
weapons involved in the action displays on the 3D screen. The 3D view returns to thetethered 
view ofthecurrentiy hooked object when the action event has completed. 


fikction 

4 Kitchen ASM Cowpens CG63 





S9 



JANE'S FLEET COMMAND 


non 

DETACH CAMERA VIEW FROM HOOKED PLATFORM. In this view the camera 
remains stationary and the hooked piatform moves away from the camera at its current rate of 
speed. The track remains hooked even though its 3D object may no ionger bevisibiein the 3D 
window. Seiect one of the other camera views to return the hooked object to the 3D view. 

2D KEYS 

The Show/hide items iisted beiow appear on the screen by defauit except as noted. 


' NOTE: Should an unknown contact's symbol suddenly disappear from the ZD Display screen as it 
is identified, check to make sure the symbols for THREATS, ALLIES, and NEUTRALS are selected for 
display. For example, if Threats are hidden, any Unknown contact no longer displays as soon as it is identified as 
Hostile. Anytime a symbol appears or disappears mysteriously, check to make sure you have not inadvertently 
turned off a display. You can check to see which symbols are turned on or off by pressing BQ to deselect all 
objects then right-clicking on the ZD map and selecting FILTERS from the game screen right-click menu. A check 
mark (✓) indicates a given symbol type is selected for display. 


inH+ia 

SHOW/HIDE ALLIES. Selecting this option hides all orange allied and blue Ownside 
symbols. Repeat theselection to show them again. 

ehieh -hiiti 

SHOW/HIDE THREATS. Selecting this option hides all red symbols. Repeat theselection 
to show them again. 

IHH-hEI 

SHOW/HIDE NEUTRALS. Selectingthisoption hides green symbolsto behidden. Repeat 
theselection to show them again. 

IBHIEH +Iu] 

SHOW/HIDE UNKNOWNS. Selecting this option hides all yellow symbols. Repeat the 
selection to show them again. 

mH+iii 

SHOW/HIDE ESM (ELECTRONIC WARFA RE SUPPORTMEASURES)/ 
ACOUSTIC BEARING LINES. Selecting this option hides all ESM and acoustic bearing 
lines. ESM bearing lines indicate energy being radiated from a contact. Acoustic bearing lines 
indicate passive contacts picked up by sonar. A dark purple line indicates a submarine contact. 
A medium purple line indicates a surface contact. A pink line indicates an air or land contact. 
Repeat the keyboard command to display these lines again. 
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meh +iivi 

Show/hide velocity leaders (The short lines extending from the center of NTDS symbols are 
heading indicators. The line points in the direction in which the platform is moving. 

IBHEl +llII 

SHOW/HIDE TRACK NUMBERS. Contacts, or tracks, are automatically assigned track 
numbers in the 2D Tactical Display map. These numbers display below and to the right of 
center of a contact's NTDS symbol. Selecting this option hides the track numbers. Repeat the 
selection to show them again. 

HEII+H 

SHOW/HIDE TAGS. (Hidden by default.) Selecting this option displays the names of 
platforms, weapons, and land-based buildings. To turn them off again, repeat this keyboard 
command. 

IBHEIl -Hia 

SHOW/HIDE PIM (Position and Intended Movement) legs. (Hidden by default.) PIM legs 
indicate the assigned course of a formation at the start of amission. Not all scenarios contain 
formations. Selecting this key command displays any PI M legs assigned to formation leaders in 
the current scenario. The legs display as pale pink lines. If you divert a ship from its assigned 
PIM course and want to reassign it to its original PIM legs, select the platform and press 
IlSHiFTil +lH], or select RETU RN TO STATION from the platform's right<l ick menu to return the 
ship to its originally assigned course. 

S 

SHOW/HIDE SHIP STATIONS. (Hidden by default.) Use this command to determine 
which ships are members of a formation. When this command is activated, ship station 
symbols overlay all ships that are part of a formation, unless the ship has been detached from 
his station. Orange lines link all ship stations to the formation's leader. A ship station remains 
with the formation leader even if the ship originally assigned to the station has been ordered 
elsewhere. To move a ship station, hook the station and drag it to the desired location. Repeat 
the command to turn offthisdisplay. (To return a detached ship to its assigned station, hook the 
detached platform and press Iishiftii +[?].) 
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13 

SHOW/HIDE AIR STATIONS. (H idden by default.) An air station is a location in airspace 
where aircraft may be assigned to patrol. A pale green line I inks the air station with its platform. 

To move and air station, and its assigned aircraft, hook the air station symbol and drag it to the 
desired location. An aircraft becomes detached from its station if you give it an order. To return 
the aircraft to its air station, hook the aircraft and press |ISHIFT|| +([1], Aircraft can be assigned to 
airstationsby hooking the aircraft and then righWi eking on the air station symbol. Repeat the 
keyboard command to turn off this display. 

a 

SHOW/HIDE DEFAULT TACTIC (Hidden by default.) All platforms in a scenario are 
assigned a default tactic at the start of every scenario. To see an Ownside platform's default 
tactic, hook the platform, and press S. If a tactic does not display for the selected platform, it 
is part of a formation and uses the tactic of its formation leader. Press S to display ship 
stations. Determine the formation leader by following the orange line from the selected 
platform. Select the format! on leader then press B to display the tactic assigned to all ships in 
theformation. 

ISgSmi+B-B 

ASSIGN GROUP. Creating a group allows you to quickly select multiple platforms for 
assignment even when they are not all in the current view. For more information on Groups, 
see ^-Platform Maneuvering or\ p. 88. To assign a group, select the platforms you want to 
assign. (Click and drag or hold down IISHIFTII andlefWickon multiple platforms until you have 
selected the desired group composition.) Press |l control! plus a number B through B. That 
number becomes the group's designation. To remove a group assignment, press ESC to deselect all 
objects, then press IIcontroCI plus the number of the group assignment you wish to remove. 

|ICONTROll + |[SFilFT| +[[I]|-[[9] 

SHOW GROUP MEMHERS. To see the names of the platforms in a specific group, press 
|Icontroh + |ishifti| and the group number you want to see. ( |l control! + IISHIFT|| + QJ- B). The 
group number and the names of the group members appears in the upper right corner of the 
CDS screen. 

SELECT GROUP. To issue commands to a group, select all platforms in the group by 
pressing the group's number (B-EU). Right<lickon a threat to assign all members to attack, 
or right-click on the map to assign all members to transit to that point. Use the right<lick menu 
or keyboard commands to return the group to base or to station. All group members need not 
be in the current view. 

I SPACEBAR j 

HOOK SPEAKING PLATFORM. The symbol or icon for any Ownside asset not currently 
hooked is surrounded by a white circle anytime it sends an audio communication. To quickly 
hook and jump to the speaker, press I spacebar i , jhis can be particularly useful when an air 
asset identifies a contact as a threat. You can easily jump to the reporting platform and order it 
to engage the threat. 
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MAP CONTROL KEYS 

IGISIBIH 

PAN MAP. Use these keys to move the viewable portion of the map up, down, left and right. 
The portion of the map displayed in the large 2D Tactical Display is the portion of the battle 
space contained insidethe purple rectangle in the Regional Display map. These keys move the 
position of the purple rectangle in the direction of the key arrow. 

SQ 

ZOOM IN/ZOOM OUT. Press H to zoom in on the map. This command shrinks the size 
of the purple rectangle in the Regional Display map. Hit Q to zoom out. This command 
increases the size of the purple rectangle in the Regional Display map. 

||control|| +Right/Left Mouse 

ZOOM IN/ZOOM OUT. Press v and right mouse cl ick to zoom in on the map. This shrinks 
thesize of the purple rectangle in the Regional Display map. Hit v and left mouse cl ick to zoom 
out. This command increases the size of the purple rectangle in the Regional Display map. 

Mouse Wheel 

ZOOMIN/OUT. Rollthemousewheelawayfromyoutozoominonthemap.Thisdecreases 
the size of the purple rectangle in the Regional Display map. Roll the map toward you to zoom 
out. This increases the size of the purple rectangle in the Regional Display map. 

m 

TOGGLE NTDS (NAVAL TACTICAL DATA SYSTEM)/3D GRAPHIC SYMBOLS. 

Each scenario defaults to NTDS symbols on the 2D Display map. Press I to cycle through all 
three 3D graphic symbol views (small, medium, large). A fourth press returns you to NTDS 
symbols. The game screen right<l ick menu also allows you to cycle through symbol displays. 

SELECT NEXT CLOSEST PLATFORM IN CURRENT VIEW. Repeatedly pressing t 
cycles though all platforms in your current 2D map zoom level. No platforms or sites outside 
of your current view are selected. 

IBHlEIl +ia 

CENTER MAP AT CURSOR. Place the cursor where you want the 2 D view centered and 
use this keyboard command. If the map is zoomed out as far as possible or your cursor is too 
close to the edge of the map, it may not be possible to center the map at the cursor. 

H 

ACTIVATE QUICK RANGE CIRCLE. You can quickly determine the range and bearing 
of a track or location from any given point on the 2D Tactical Display map. Place the tip of your 
cursor on the desired start location, press B, then left-click and drag the cursor to a second 
location. A range ring appears on the screen and bearing and range from the start point to tip of 
the cursor at the stop point displays in the lower left corner of the large screen display. The 
range ring and associated information are removed from the screen when you release the left- 
click button. 
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E! 

TOGGLE LATITUDE/LONGITUDE DISPLAY ON/OFF. Selecting this option 
removes the latitude/ longitude and depth/ height information from the lower left corner of the 
large 2D display. The latitude/longitude display is on by default except when the 2D map is 
toggled with the 3D view. Latitude/ longitude display is disabled when the 2D Tactical Display 
is in the small view to maximize the number of viewable contacts. 

S 

TOGGLE SCALE DISPLAY ON/OFF. The scale displays by default in the lower left 
corner of the large 2D display in the CDS screen. The scale indicates distances 
100/50/10/5/1 nautical miles and 500/100 yards. 

I[ ENTER I 

ADD LOCATION MAR KE R AT CURSOR. Press IfENTE^ to add a marker on the 2D map. 
To add a label to the location marker, select the marker and press II enter | or double-click on the 
marker. Markers are useful for designating locations specified in intelligence messages or 
marking rendezvous location and time. To remove the marker from the screen, select the 
marker and press BO . 

|ICONTROLII -r[A] 

ADD AIR CORRIDOR. An air corridor is for your own reference. W hen you identify a flight 
path containing numerous civilian aircraft, you might assume that this is a civilian flight 
corridor. You can mark this area with an air corridor to remind yourself that planes in this area 
are probably civilian. Be aware that hostile forces sometimes use civilian air corridors to 
conceal their movement. To add a corridor, select |1controlii +|a| then lefWick on the map 
where you want the corridor to begin and drag the line in the desired directi on. Left<lick again 
to place the other end of the corridor. To change the width of the corridor, scroll to the edge of 
the map and locatethe + sign at the end of the air corridor. Doubleclick on the + sign to bring 
up the change width dialog. To delete the air corridor, click on the + sign and hit I1delete| , 

(CONTROLII + lMj 

ADD RANGE CIRCLE TO MAP. To add a range circle to the map, press |l control i +g 
then left-click on the center point of the desired circle and drag to desired radius. Left<lick 
again at that location to fix the circle on themap. Uni ike the quick range circle described earlier, 
this range circle remains on the 2 D Tactical Display map until deleted by the player. To delete 
th e ci rcl e, sel ect th e center poi n t, th en press y. 

|ICONTROLIU .fV| 

TOGGLE RADAR COVERAGE. Your side's radar coverage is represented by lightened 
circles in the in the Regional Display in the lower left corner of the CDS screen. The circles 
represent coverage of the combined activated radars of your platforms. Surface platforms begin 
each scenario with all radars and active sonars off (only passive sensors are on). Turning on 
your surface platforms' radar sensors expand your radar coverage in most cases. This can be 
seen by an increase in the size or number of lighter circular areas on the Regional Display. Air 
platforms airborne at the start of a mission have their radar activated. See ^Options in 
Detail/GameJEMCONAT MISSION STARTUP on p. 28. 
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[HO 

DELETES SELECTED MAP OBJECT. M ap objects able to be deleted are air corridors, 
position markers, and map range circles. Left-click on the desired map object to select It, then 
press IHD . Air corridors are selected by llft-clicking on the plus sign at either end of the air 
corridor. 


CANCELS CURRENT OPERATION. IIESC|| has different functionality depending on your 
current operation. 

User Commands: Cancels ENGAGE WITH, RESCUE, jAM, and IDENTIFY. 

Drawing Operations: Cancels ADD AIR CORRIDOR, MARK POSITION, ADD 
PLATFORM RANGE CIRCLE, ADD MAP RANGE CIRCLE, and DRAW OUlCK RANGE 
CIRCLE. 

Closes Menu: The current menu closes without a selection being made. 

Deselects: All selected contacts are deselected. 

PLATFORM SHORTCUT KEYS 

13 

IDENTIFY. This feature can be used to Identify tracks classified as Assumed Hostile. These 
tracks are red. Press 13 . The cursor then changes into an eye instead of a cross-hair when 
passed over an Assumed Hostile track. To cancel this operation prior to right<lickingon a track, 
press [^3. 

IB 

ENGAGE. This feature is most useful for engaging tracks still classified as unknown. Hook 
one of your own platforms and press [B. The cursor now turns into a crosshair instead of the 
eyewhen passed over an unidentified track. Engage that unknown track by right<lickingon it. 
With this method the platform selects the default 'best weapon'. (If you wish to select a specific 
weapon to engage an unknown track, use your platform's right<lick menu: Engage With... ).To 
cancel thisoperation prior to right-clicking on a track, press US. 

M 

RETURN TO BASE. Directs airborne assets to return to their launching platform or airport. 
IHEl+B 

RETURN TO STATION. Directs a platform (ship or aircraft) to return to its assigned station 
or a formation leader to return to PIM. 


JAM. Directs planes with jamming capability to commence jamming, jamming involves 
employing electronic measures to interfere with an enemy's electronic radar and communica- 
tion systems. See ^ Game Strategy /Weapon and Countermeasure Employment ax\ p. 92. 
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EHIEH +Ilc] 

TOGGLE EMCON (RADAR) ON/OFF FOR SELECTED UNITS. Most platforms in 
JANE'S FLEET COMMAND have sensors of some kind. EMCON AT MISSION STARTUP is activated 
by default in the Game Options screen. When this option is activated, all surface platforms 
begin the mission in EMCON (Emission Control) status. As defined by the game, this means all 
sensors are off. Only aircraft in the air at thebeginningof a mission havetheir radars on. Any 
planes launched from a surface platform in EMCON status is also in EMCON status (radar 
OFF). 

Be careful when issuing this command to multiple platforms. This keyboard command toggles 
the EM CON status of all selected platforms. If one platform has one or more radars turned on, 
this command turns them all OFF. If an other selected platform's radars are OFF, this command 
turns them ON. It also turns OFF any sonar or sonobouys. This command does not turn ON 
sonar or sonobuoys. Use a platform's right-click SENSORS menu to turn ON sonar and/or 
sonobouys. Fire Control Radar (FC Radar) turns ON and OFF automatically when a platform is 
d i rected to en gage a target. 

If you deselect EMCON AT MISSION STARTUP in the Game section of the Options screen, 
missions begin with surface and air radars ON. See ^-Options in Detail/Gmne/EMCON AT 
MISSION STARTUP on p. 28. 

iiEii+H 

RESCUE PILOT. When this command is activated the cursor turns into a cross-hair when it 
is overavalid rescue target. (See ^NTDS Symbols table on p. 15). To cancel this keyboard 
command, press s. 

IICONTROLIU -g] 

SEARCH. This command activate the search cursor (pointing finger) if the platform currently 
selected has search capability. To designate a search area, click and drag a box around the 
desired areaon the 2D map. See the platform's right<lick menu to see if it has search capability. 
(To see a platform's designated search area, hook the platform and press H. Repeat the 
command to hide the search line or grid.) 

|ICONTROLIU .[Nj 

AIRCRAFT SCRAM (DISENGAGE FROM THREAT) NORTH. Scram commands 
send the selected aircraft in the direction indicated at its fastest possible speed. This is useful 
when you spot incoming missiles or threat aircraft. This command sends the selected aircraft 
north. 

|ICONTROLIU .[s| 

AIRCRAFT SCRAM (DISENGAGE FROM THREAT) SOUTH. Sends the selected 
aircraft south at the aircraft's fastest possible speed. 

|ICONTROLIU .[e] 

AIRCRAFT SCRAM (DISENGAGE FROM THREAT) EAST. Sends the selected 
aircraft east at the aircraft's fastest possible speed. 

IICONTROLII + fw] 

AIRCRAFT SCRAM (DISENGAGE FROM THREAT) WEST. Sends the selected 
aircraft west at the aircraft's fastest possible speed. 


GAMEPLAY DETAILS 


El 

FLIGHT DECK. Hook a platform and press E to bring up the flight deck for any 
platform that has embarked aircraft. (See ^-Appendix C for a list of platforms and their 
embarked aircraft.) Once a platform has launched all of its air assets, the flight deck for that 
platform is no longer available until at least one asset has returned to the platform. 

Remember QUICK AIRCRAFT LAUNCH Ison by default in the Game section of the Options 
screen at initial game startup. When this option is ON, units of time in effect in alert status are 
changed from minutes to seconds. The QUICKAIRCRAFT LAUNCH and all settingsin Game 
Options at the time of exit are in effect the next time you start the game. See ^-Options in 
Detail /Game on p. 28. 

B 

ACCESS JANE’S REFERENCE ABOUT CURRENTLY SELECTED OBJECT. This 
command displays thejane' Reference entry forthehooked object only.To access information 
on all counties, platforms, and weapons available in Jane's Reference press @ to bring up the 
Jane's Browser. See y^Jane’s Reference in Detail on p. 29. 

IMEH +E 

Set speed of selected object to slow. 

IBHEl +ltll 

Set speed of selected object to medium. 

HEII+B 

Set speed of selected object to fast. 

iiiii+E 

Set altitude of selected air object to low. 

Set depth of selected submarine object to shallow. 

IHEII+lIl 

Set altitude of selected air object to medium. 

Set depth of selected submarine object to medium. 

IBHEl +E 

Set altitude of selected air object to high. 

Set depth of selected submarine object to deep. 

|ICONTROlll + fc| 

STAY AT COMMUNICATIONS DEPTH. When a submarine arrives at communications 
depth, its symbol turns from grey to blue and a message is sent indicating that the sub is in the 
circuit or available for tasking. To keep a submarine at communications depth, hook the sub 
when it enters the circuit then issue this keyboard command. The submarine remains at 
comms depth unless the sub's sensors pick up a threat in the area. If you do not issue a 
command in a timely fashion, the sub's comms officer may occasionally remind you that he is 
still awaiting orders. 
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|ICONTROLII + [j] 

COMMS INTERVAL 1 HOUR (INTERVAL OF TIME SUBS RISE TO 
COMMUNICATIONS LEVEL). Use this command to bring the seiected submarine to 
communications depth every hour. 

IICONTROLI + g] 

COMMS INTERVAL 2 HOURS. Use this command to bring the seiected submarine to 
communications depth every two hours. 

|Icontroiii +[l] 

COMMS INTERVAL 4 HOURS. Use this command to bring the seiected submarine to 
communications depth every four hours. 

H 

SHOW/HIDE USER COMMANDS. To see lines indicating a search, transit, rescue, jam, 
engage, or identify command you havegiven to asurfaceor air platform, hook theplatform and 
press M . Green lines indicate transit, search, or rescue orders. A platform with orders to jam 
displays an orange line to thetarget it is jamming. (Thejammed target displays a small red dot 
below its symbol.) A platform with orders to engage displays a red line to its target. A platform 
with orders to identify a contact displays ayellow lineto thetrack. Press® again to hide the 
linefor the hooked platform. 

iMEn +ia 

SHOW/HIDE RALLY POINTS. A rally point is a location in air space. Unless given 
intervening orders, all launched aircraft fly to the launching platform's designated rally point 
and patrol there until given further instructions. The default rally point for platforms is 45 
degrees off theplatform'sheadingand 20 miles out. You mustselectalaunchingplatform prior 
to issuing this command. Click and drag the rally point to change its position. 

|ICONTROlll + [g 

TOGGLE PLATFORM RANGE CIRCLE DRAWING. This command activates the 
platform range circle cursor. Place the cursor over any Ownside asset then left-click and drag 
until thedesired radius is reached. Left<lick again to place thecircleatthedesi red location. To 
removethe circle, hook the platform and repeat the keyboard command. Platform range circles 
are useful for marking the maximum or minimum range of a platform's weapons. 

ENDING A MISSION 

When you have completed your mission tasking, exit the mission to receive your Mission 
Debrief and to seea Replay of the mission. If you have not completed the mission, you can save 
the game and finish it at a later time. 

EXITING A MISSION 

There are four ways to exit a mission. Only two offer you the opportunity to save the mission 
if you have not yet completed the tasking requirements. The other two methods take you to the 
M ission Debrief Screen. (See Mission Debrief m p. 69.) 
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SAVE AND EXIT 

Selecting either of the following two methods saves the game and immediately exits the 
mission, by-passing the Debrief screen. 

^ Press lli^l to deselect all objects on the 2D map, then right<lickon the map. 

^ In the CDS menu, drag down to SAVE AND EXIT and left-click on that option text to bring 
up the Save File dialog. 


NOTE: Select the SAVE option from the CDS menu to save but not exit immediately. 


^ If you prefer keyboard commands, press ||control| +[ 1 ^ to bring up the Save File dialog. 

^ In the Save File dialog, type a name for your saved game and write a brief description for 
reference when you restart the game. 

□ ClickOK to save your game and immediately exit to the Main Menu. 

□ Click CANCEL to return to the game without saving. 

EXIT TO MISSION DEBRIEF 

Before you exit a mission, it is wise to first check the ASTAB/Battle Assessment screen to 
doublecheck your TASK ASSIGNMENT status. Any uncompleted tasks are noted there. 

Exiting the mission without saving it takes you to the M ission Debrief screen. See >~Mission 
Debriefbe\ov^. 

V* Press lli^l to deselect all objects on the 2D map, then rightclickon the map. 

^ From the CDS menu that appears, drag down to END MISSION and left-click on the option 
text. 

^ If you prefer keyboard commands, press H! from the CDS screen. This keyboard command 
does not work from any other screen view. 

□ ClickingYESfromtheCONFIRM dialog box takes you to the Debrief screen. 

□ Clicking NO returns you to the mission. 

MISSION DEBRIEF 

The M ission Debrief screens allow you to assess and view your performance in the mission just 
completed. Mission Debrief is composed of two screens, the Status screen and the Replay 
screen. Ifyou usetheSAVE AND EXIT option, you by-pass Mission Debrief. Access to Mission 
Debrief is from theCDS Menu END M ISSION option or the 0 command only. 

STATUS SCREEN 

The Status screen is the default view in Mission Debrief. Status contains the same text that is 
viewed during gameplay in the ASTAB/Battle Assessment screen with one difference. Some 
text in the Status screen isselectableand provides you with specific information. Selectable text 
isoutlinedwithawhiterectanglewhen the cursor passes over it. Killed and damaged platforms, 
yours and your enemy's, as well as Assigned Tasks, can be selected to bring up further 
information. 
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Left-click on thenameof a killed or damaged platform to view a message box containing the 
name of the platform and weapon used to destroy or damage the selected platform. Damage 
inflicted by collision or hitting ground is also described. 

Left-click on a task in the Assigned Tasks list to display information on the your task 
completion performance. 

NOTE: Your best score for a played mission is recorded In the Admiral's Log. Click on the name of 
a mission in Admiral's Log to access the Mission Debrief Status Information for that mission. 


REPLAY SCREEN 

The Replay Screen allows you to watch all the action of the mission just completed. Click on 
the REPLAY button at the top of the Debrief Screen to access the Replay screen. The screen 
opening reveals a view of the 2D map at the start of your mission. All track movements during 
the mission are stored and can be replayed at speeds up to 8x. 

□ The 24 hour digital clock shows thetime of day atthestart of the mission and increments 
time for theduration of themission in seconds, minutes, and hours. 

□ Pan and zoom features available during gameplay are also functional in the replay screen. 

□ Press |1SHIFT|| +[[g| while the cursor is over the 2D map to turn OFF/ON the track names. 
This is the only keyboard command that is available in Replay. 



NOTE: The Replay screen shows the true positions of all platforms during the mission. Therefore, 
no Unknown objects appear during Replay. 


You can control the pace of the replay with the Replay Control Panel. The controls and their 
functionality are shown below. 



STOP 


PLAY 


FAST REWIND 
MISSION START 


FAST FORWARD 


MISSION END 


TIME 

COMPRESSION 


TIME OF DAY 
IN MISSION 


Time compression numbers indicate real time (IX) through eight times real time (8X). Fast 
rewind and fast forward are functional at all levels of time compression. 
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MISSIONS AND CAMPAIGNS 

This chapter on Missions and Campaigns inciudes background information for singie and 
muitipiayer missions, and campaigns. In addition, specific insight on how to accompiish goais 
necessary to compiete each of the missions and campaigns are inciuded. There are thirty -four 
singie missions, eight muitipiayer missions, and four separate regions or combat scenarios to 
the campaign. With the Mission Editor you aiso have the abiiity to create your own singie 
missions and muitipiayer missions. See '^Mission Editor m p. 94. 

SINGLE MISSIONS 

Described here are each ofthethirty four singie missions. Missions are grouped by the number 
of stars assigned to the mission. The number of stars attached to a scenario signifies the 
difficuity of the singie mission. A singie star denotes a reiativeiy easy mission, two stars a 
difficuit one, three stars and even greater ievei of difficuity, and four stars identify the most 
difficuit missions to accompiish. The background and tasking for each mission is inciuded 
aiongwith hints for successfuiiy compietingthemission. Singie missions can be piayed in any 
order. Combat scenarios take piace in various iocations around the worid, invoive different 
force sizes, and navai warfare mission objectives. 

The iengths of the singie missions vary from iess than thirty minutes to severai hours. 
Remember that you may aiways save your game during a singie mission and start the mission 
again where you ieft off. The goid stars preceding a mission's name easiiy identify the singie 
missions shipped with the game. A biue star or stars, depending on the number of stars 
assigned to the originai mission precede the name of a saved mission. Singie missions created 
using the M ission Editor have green stars. 

The dark biue coior of singie mission names is repiaced with iight biue text once you have 
piayed the mission. This text coior change indicates oniy the singie mission has been 
previousiy piayed, not that you havesuccessfuiiycompieted the mission, if you want to seethe 
resuits of previousiy piayed missions, go theAdmirai's Login the M ain M enu. See Admiral’s 
Log in Detail on p. 2 3 . 


NOTE: Single mission scenarios were developed with random starting positions and random 
numbers of objects to ensure that the same single mission does not play exactly the same way every 
time it is played. 


ONE-STAR MISSIONS (EASY) 

(VBG NORWEGIAN SEA 

Mission Description: Protect your carrier from cruise missiie attack. 

Mission Tasking: Protect the carrier from attack by bombers equipped with iong range air- 
to-surfacemissiies. Kiii aii hostiie aircraft. 
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Hints to Complete: Launch additional fighter aircraft from the aircraft carrier and positively 
identify all air contacts si nee there are neutral commercial airliners flying in the area. UseSM- 
2 surface-to-air missiles from surface combatants to protect the force from anti-ship cruise 
missiles. 

CHINESE SPECIAL FORCES 

Mission Description: Chinese special forces invadeTaiwan. 

Mission Tasking: You are assigned the Northern patrol sector. Sink any Chinese patrol boats 
within 50 miles of Taiwan. Numerous fishing vessels may be present. Do not attack civilian 
boats. 

Hints TO Complete: Launch your SH -60 helicopter from your ship to identify the unknown 
ships. Remember to only attack thehostileships and not theneutrals. 

SHORE BOMBARDMENT 

Mission Description: Shore bombardment of hostile land targets. 

Mission Tasking: The U. S. surface combatant is directed to destroy known hostile land 
targets with their guns. The WASP Class LHD has Harrier fighters and Cobra gun ship 
helicopters availableto perform air protection and target destruction, and to identify unknown 
contacts. Your mission is complete once all designated land targets have been neutralized. 

Hints TO Complete: Use a combination of guns and aircraft missiles to eliminate the hostile 
shore targets then send Harrier jets to eliminate theairportwith air-to-ground missiles. 

PACIFIC PIRATES 

Mission Description: Pirates in the South Pacific raid a cruise liner. 

Mission Tasking: Pirates have raided a cruise ship sal ling the South Pacific. American and 
Australian citizens have been robbed and murdered. This is the third act of piracy in the area 
this month. You are ordered to intercept the pirate's vessel and destroy it. The vessel was 
spotted in the vicinity of 01-50 S/123-15 E on a northerly heading. If the pirates reach near 
shore, they plan to attempt an escape in an aircraft along with other fugitives already at the 
airport. The pirate aircraft should also be destroyed. Numerous commercial fishing vessels and 
aircraft operate in the area. No civilian casualties can occur. Positively identify all targets prior 
to engagement. 

Hints to Complete: Get your embarked helicopters airborne as soon as possible. Identify 
the pirate vessel with your helicopter. If the pirates get to shore, they will depart from the 
airport. You need to correctly identify the pirates' aircraft since only one is the correct aircraft. 
Pay attention to your intelligence and communications messages. 

MACHO MADNESS 

Mission Description: Brazil and Argentina fight over fishing rights. 

Mission Tasking: By authority of the Admiral of the 5 th Naval District, with headquarters at 
Rio Grande, you are tasked to seek out and destroy Argentina military units operating within 
25 nautical miles of 36-30 S/051-20 W. Assets under your command are the frigates 
Dodswortli ar\6 Bosisio. if available. You are authorized to destroy all Argentine frigates. Avoid 
casu al ti es to ci vi I i an sh i ps an d ai rcraft. 
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Hints to Complete: Launch your helicopter to identify the Argentine frigates and then 
destroy them with surface-to-surface missiles. 

IRAQI STRIKE 

Mission Description: Conduct a Tomahawk cruise missile strike against a secret chemical 
weapons plant. 

Mission Tasking: Upon receipt of weapons release orders, conduct a pre-emptiveTomahawk 
strikemission against an Iraqi target. Detailed Tasking Message and Targeting Package will be 
supplied in follow-on communications. Do not engage civilian aircraft. 

Hints to Complete: Use airborne fighter aircraft to identify unknown air contacts to the 
north of your ships. Launch additional fighters to assist in this tasking. Launch your Tomahawk 
strike against the latitude and longitude of the target by inserting a reference point at that 
position and then engaging the reference position with a Tomahawk weapon from the Aegis 
cruiser. 

TWO-STAR MISSIONS (DIFFICULT) 

WYOMING DEPLOYS 

Mission Description: Helpan SSBN start her ballisticmissiledeterrence patrol. 

Mission Tasking: The USS Wyoming {SSBti-1 42), under the command of Captain John 
Christmas,hasdepartedthesubmarinebaseatKingsBay,Georgiaandisheadedfordeepwater. 
Oncethe Wynmm^reachestheBOO Fathom curve (1800 feet) she is able to run silent and deep 
and commence her ballistic missile deterrence patrol. In recent weeks, Russian submarines 
have been detected in the waters off the east coast of the United States, and may be in waiting 
to oppose the Wyoming’s transit. P-3 ai rcraft from the N aval Air Stati on at j acksonvi 1 1 e, F lori da 
have been assigned to patrol the area around the Wyoming. Additionally, the newly 
commissioned USS Connecticut {SSt^-22), the second sub in the Seawolf Class, may be available 
for area clearance operations. Engage any detected Russian submarines and destroy them 
before they can attack the Wyoming. 

Hints to Complete: Tu rn on th e P I M track of th e Wyoming to see w h ere the bal I i sti c m i ssi I e 
submarine headed and then order the P-3C Orion land-based maritime patrol aircraft to 
perform an active sonobuoy search in front of the Wyoming.you may also want use the time 
acceleration feature to speed themission along. 

NAIR TRIGGER 

Mission Description: Defend yourself against long range cruise missile attacks and diesel 
submarine torpedoes. Your CVBG is deployed in the Eastern Mediterranean Sea. 

Mission Tasking: The Admiral has gone to lunch and you have taken command of a United 
States carrier battle group. Your orders are to keep the force out of danger. Intelligence reports 
that Russian forces are determined to sink a United States aircraft carrier in the M editerranean 
using long range bombers and a diesel submarine. Protect the CVBG for the next thirty 
minutes. Havea good watch. Captain. 
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Hints TO Complete: Turn on your surfaceshipactivesonars right away and launch a couple 
of SH-60R Seahawk helicopters from your cruiser and frigate to be ready to pounce on an 
enemy submarine. Immediately identify any air unknown aircraft your CAP aircraft detect to 
determine if they are hostile. Defend the force with a steady stream of SM-2 missiles for any 
anti-ship cruise missiles launched at you. This is only a 30-minute session so take a couple 
deep breaths once in awhile. 

NO-FLY ZONE 

Mission Description: Conduct No-Fly Zone patrols in Northern Iraq. 

Mission Tasking: Conduct No-Fly Zone/SAM Trap patrols out of the NATO air base in 
Turkey. Engage and destroy any SAM Sites located in the operations area as defined by your 
Intel message. Be on alert for hostile aircraft which may try and cross the 36th parallel. Avoid 
collateral damage to civilian sites. 

Hints to Complete: Use the EA-6B Prowler aircraft jamming capability to jam the SAM 
sites once they are located. Engage any opposing aircraft with F-16 Falcon and F-15 Eagle 
aircraft. 

DEADLY TRANSIT 

Mission Description: Warships transit the Red Sea southern entrance. 

Mission Tasking: You are in tactical control of a two-ship Surface Action Group (SAG) 
transiting to or from the Red Sea. There areU. S. aircraft located at aland-based airport available 
to provide air protection for transiting surface combatants. Your primary objective is to transit 
along an ordered track and destroy a hostile Russian cruiser, Russian intelligence gathering 
ship, Russian aircraft, and a hostile land-based airport. Defend all U. S. forces during this 
mission. 

Hints TO Complete: Launch aircraft from your land-based airport to support your two ships. 
Use the ship's 5-inch guns to eliminate the Russian intelligence gathering ship. Use SM-2 
surface-to-air missiles to takeout hostile aircraft launching from the hostile land-based airport. 
FiremultiplesalvosofTASM and Harpoon missiles against the Russian guided missile cruiser 
to overwhelm the defensive systems. 

STRIKE BACK 

Mission Description: U. S. Red Sea revenge mission. 

Mission Tasking: The primary task is to destroy all Russian forces located at the entrance to 
the Red Sea. Two U. S. surface warships and U. S. land based aircraft are aval I able to support this 
mission. Be prepared to defend your forces with all aval I able assets. 

Hints TO Complete: Use your land-based airport to supply additional aircraft to support the 
transiting surface ships. Remember to use your 5-inch guns to takeout close in ships and land 
targets to prevent clobbering neutral ships with Harpoon missiles or other air-launched 
missiles. You need to launch a large missile strike against the Russian surface ship to 
overwhelm the defenses. You also must either send a ship helicopter or a helicopter from the 
airport to rescue the downed pilot to complete the mission. 




MISSIONS AND CAMPAIGNS 


IRANIAN AHACK 

Mission Description: Withdraw from theGulf. 

Mission Tasking: Withdraw from the Persian Guif. Be aiert to hostiie acts by eiements of the 
Iranian miiitary. Compiete the mission by engaging and destroying aii hostiie Iranian 
piatforms, or by safeiy exiting the Guif with the carrier afloat. 

Hints TO Complete: Protectyour aircraft carrier at all costand eliminate the hostile aircraft 
encountered along the way. Neutralize any hostile ships with Maverick air-to-ground missiles 
to prevent damage to neutral fishing boats located in the gulf. Do not forget to eliminate the 
hostile land-based airport. 

INDIAN OCEAN TRANSIT 

Mission Description: Transit Indian Ocean. Engage hostile Indian naval and air units. 

Mission Tasking: You are authorized to engage hostile Indian units utilizing the full force of 
your battle group. Two 688(1) class submarines have been assigned to your control and report 
when ready for tasking. To complete the mission, engage the Indian battle group and inflict at 
least 50% damage to each surface unit. 

Hints TO Complete: The key to victory here is to fight through the Harrier fighters defending 
the Indian aircraft carrier. Do not forget to get your 688 (I ) submarines involved in this conflict 
as they may be in a better position to attack the Indian surface fleet. 

BUGS AND DRUGS 

Mission Description: CVBG STRIKE MISSION. Conduct a strike against chemical/ 
biological munitions factory on the Kamchatka Peninsula. 

Mission Tasking: Conduct Strike M ission Against Biological/Chemical Munitions Factory 
located in the vicinity of Latitude 5 3-3 2 N Longitude 159-56 E. Positively ID units as Russian 
prior to engaging. Do not engage civilian platforms. 

Hints to Complete: This mission has a time constraint to complete. Be advised the target 
area is defended with at least one SAM site and a guided missile destroyer. Closely monitor all 
your communication messages to gain further insight to proceed with this mission. 

A LINE IN TNE SAND 

Mission Description: A two-ship Surface Action Group (SAG) has been detached to 
demonstrate Freedom of Navigation in the Libyan Gulf of Sidra. 

Mission Tasking: Your mission is to conduct a Freedom of Navigation transit in the Gulf of 
Sidra. A two-ship Surface Action Group (SAG) has been detached from your battle group to 
conduct a transit South of Latitude 32 degrees North into the Gulf of Sidra, following a track 
remaining outside of the recognized 12-mile international territorial limit. The rest of the 
battle group is to remain North of the "Line of Death," latitude 3 2 degrees North, and cover the 
SAG transit. Once intelligence concerning the location of the airport is known, your forces are 
ordered to eliminate this obstacle. 
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Hints to Complete: This mission encompasses air, surface, iand and submarine threats. The 
pace of this mission is such that you are not overwheimed if you deai with each of these 
effectiveiy. There is no advantage to try to sneak around so go ahead and turn on aii your radars 
and sonars. Becarefui to attack the hostiie surface ships without destroying neutrai shipping 
and fishing boats or you are heaviiy penaiized. The hostiie airport is heaviiy defended with 
SAM sites, so you may wanttosend acoupieof EA-6B Prowier aircraft to perform jamming of 
theSAM siteswhiietheF/A-18 Hornets eiiminatethemwith M averick air-to-ground missiies. 
Be aiert for a threat submarine operating to the south of your two ship surface action group 
(SAG). 

STRAIT AND NARROW 

Mission Description: A U. S. Surface Action Group (SAG), consisting of a guided missiie 
cruiser and two guided missiie destroyers is transiting the Formosa Strait. 

Mission Tasking: A three-ship U. S. Surface Action Group (SAG) consisting of one Aegis 
guided missiie cruiser, the formation ieader, and two guided missiie destroyers is transiting the 
Formosa Strait to rendezvous with an oiier. The Aircraft Carrier Battie Group (CVBG) is to 
provide aircraft to assist with suppressing PLAN ship, submarine, and air attacks. An additionai 
task is to destroy a PLAN airport when the target has been authorized for engagement. 

Hints to Complete: You must compiete your transit to rendezvous with the oiier. If your 
SAG receives too much damage, then the mission will become impossible to win. Use the 
CVBG aircraft to protect your forces from Chinese aircraft attacks. Be ready to defend yourself 
immediately upon starting. There may be a couple of submarines operating in thestrait so turn 
on your sonars and launch your SH -60 Seahawk helicopters to prosecute them. 

ROGUE FLEET 

Mission Description: A joint United States/ Russian Battle Group (jBG) operating in the 
Black Sea must seek out and destroy renegade Ukrainian Naval forces. 

Mission Tasking: Destroy the renegade Ukrainian naval flotilla. The primary objective 
during this mission is to locate and destroy the Kuznetsov-Class aircraft carrier. Destroy any 
submarines encountered, since your forces have none. Good Luck. 

Hints to Complete: Two primary objectives to win here are to sink the Kuznetsov aircraft 
carrier and the submarine. You must launch your best surface-to-surface missiles in large 
quantities to break through the defenses of the Rogue surface fleet. Use your helicopters to 
scout out the enemy and to prosecute thesubmarine. This will be a hard fought fight with some 
damage to your own forces. 

MOLD TNE TIGER AT BAY 

Mission Description: A U.S. Carrier Battle Group (CVBG) must transit to a position 100 
miles south of the India-Pakistan border to be ready for an evacuation of U. S. civilians from 
India. 

Mission Tasking: Your forces are to transit to latitude 22-20N, longitude 067E. An 
evacuation of U.S. civilians from India is probable. Pakistan is allied with U.S. Forces and is 
relying on your firepower to deter any further hostilities with India. 
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Hints to Complete: This is one of the toughest two-star missions. Use your airborne F-14 
Tomcats and F/A-18 Hornets to identify the Indian aircraft carrier then conduct a coordinated 
stri ke agai nst th i s force w i th sh i pboard cru i se m i ssi i es an d EA-6 B P row i ers j ammi n g th e 1 n d i an 
ships to ensure more missiies find the target. Dispatch some attack aircraft to assist Pakistani 
forces with Indian surface patroi boats operating in their area. Ciear theskies and seas of enemy 
forces to send hei icopters for a rescue mission. 

THREE STAR MISSIONS (MORE DIFFICULT) 

NORWAY ALTA FJORD 

Mission Description: Command an Aiiied SAG on patroi in theArctic Ocean. The SAG is on 
aiert due to reports of Russian activity in the area. 

Mission Tasking: Your navai forces are to iocate, identify, and destroy Russian forces 
operating in theArctic Ocean, north of Norway. TheAir Force has an E-3 Sentry AWACS aircraft 
ai ready in thearea. TheU. S. Aegis guided missiie cruiser is the formation ieader of theAiiied 
SAG. 

Hints to Complete: Russian forces are scattered among many neutrai ships and there are 
more than you can shake a harpoon at! EM CON does no good here, so energize aii radars and 
get busy. Incoming missiies are sporadic at first so you have a few minutes to get organized. Get 
aircraft from the airbase to the south to heip identify and attack the Russian forces. You can't 
survive without them. Take out the unidentified helos early in the mission. Help is on the way. 

NOMINATED FOR AN OSCAR 

Mission Description: Search for and destroy an Oscar Class submarine operating in the 
North PacificOcean with a two-ship search attack unit (SAU). 

Mission Tasking: Search for and destroy Oscar Class submarine in your North Pacific area of 
operations. Locate and destroy Russian AGI (intelligence gathering ship) if located in your 
vicinity. Land-based P-3 Orion maritime patrol aircraft are available from an airport in Japan. 
With luck you may turn in an Oscar-winning performance. 

Hints TO Complete: It's a big ocean with a submarine and an AGI to find. Let your P-3 look 
for and attack the AGI since it can cover more area faster. Get your helos airborne and place 
them 10-15 miles ahead of your track to look for the Oscar. Pay attention to Intel updates and 
construct your search area around the information you receive. 

PAY-BACKS ARE NELL 

Mission Description: Stop Russian forces from operating south of the Kuril Islands. U. S. 
and Japanese forces are allied in this mission. 

Mission Tasking: Detect, track, and destroy Russian Forces encountered south of the Kuril 
Islands. Destruction of the Kuznetsov aircraft carrier is your only required task. Secondary 
tasks are to eliminate all other Russian units. Seize control of as much territory as possible in 
case there is a negotiated United Nations cease-fire agreement. Good Luck. 
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Hints to Complete: Be careful with this one! Russian forces are split, with the Kuznetsov 
and escorts northwest of your position and a smaller group west of you. EM COM won't help 
you here since there isatattletalein thearea. Get some strike aircraft airbornefrom the airfield 
at45-03N 14745Eto tackle the smaller group to the west and close on the Kuznetsov with 
your carrier group. Launch aircraft to take on the Kuznetsov and escorts. There are many 
friendly surface and air contacts in thearea so make a positive ID before you shoot. 

RUNNING THE GAUNTLET 

Mission Description: Coordinated strike, surface, subsurface, and mine warfare operations 
in theGulf of Oman. 

Mission Tasking: Your mission is to transit to the Gulf of Oman and conduct coordinated 
strike, surface, subsurface, and mine warfare operations as necessary to open the Strait of 
Hormuz and force an Iranian withdrawal from the Musandam Peninsula. Protect 
minesweeping ships headed to the Strait of Hormuz with carrier-based aircraft. Clear out all 
Iranian naval forces from the Gulf of Oman and Strait of Hormuz. Destroy all land-based 
Iranian targets. 

Hints to Complete: This is a rough one. You have many unknowns to sort out and not much 
time to do it. Look out for a hostile sub close in. Try to eliminate the land-based targets first 
with TLAMs, then concentrate on the air problem. It's easy to get involved defending your 
carrier but don't forget to protect the minesweepers! Pay attention to the Intel messages to 
avoid the minefields. 

PLUGGING THE GAP 

Mission Description: A U.S. CVBG conducts an opposed transit of thesouthern portion of 
theGreenland-lceland-United Kingdom (GIUK) gap to enter the Norwegian Sea. 

Mission Tasking: Your mission is to transit through thesouthern portion of the GIUK gap 
and enter the Norwegian Sea. You must arrive in the vicinity of the Faeroe Islands to complete 
your mission. This is the first phase of a two phase operation. An amphibious assault force is 
two days behind you headed to Norway and your CVBG is clearing the way. Due to tensions in 
the Pacific the Russian Navy is attempting to prevent your carrier group from entering the 
Norwegian Sea. 

Hints to Complete: EM CON won't help. Zoom in early on your CVBG in order to defend 
against numerous incoming aircraft and missiles. Use lots of SM-2's at first to fend off the 
attackers and launch aircraft after the action slows some. If you survive the initial wave of 
incoming, go after the launch platforms with aircraft and anti-ship missiles. Look out for 
submarines ahead of you. 

WAR ON DRUGS 

Mission Description: A small U. S. task group is positioned to stem the flow of drugs from 
a Colombian cartel. 

Mission Tasking: Colombian drugs lords have allied with a faction within the Colombian 
Navy. Yesterday, a Coast Guard cutter was sunk by an unknown assailant while investigating a 
cargo ship believed to be carrying a shipment of drugs to the U.S mainland. Your SAG has been 
dispatched with all haste to investigate, and if possible, destroy whomeverisresponsibleforthe 
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loss of our Coast Guard ship. Your ships are the only ones close enough to engage, a larger 
CVBG is being assembled. Beextremely careful to identify all potential tracks before engaging, 
we don't want to anger any other nations which may be operating within their own coastal 
waters. 

Hints to Complete: You have plenty of Intel this time. Pay attention to those messages. Get 
some Harriers airborne to tackle the hostile surface targets. Super Cobras can be helpful also. 
Be alert for incoming anti-ship missiles early in the problem. There is a mix of hostile and 
friendly air traffic so identify before shooting. 

LIBERATING LIBERIA 

Mission Description: A NATO task group tries to prevent the takeover of the capitol city, 
Monrovia, while rescuing personnel from the embassies of several European countries. 

Mission Tasking: 

1. When government forces are able to stabilize the situation and move the embassy staffs to 
theairport,! ocated at06-20N/01046W,evacuateall em bassy perso n n el by h el i co pter I i ft 
from theairport at Monrovia. NATO is not intervening in the conflict other than to protect 
foreign nationals. Engage rebel forces only as required to ensure the safety of those being 
evacuated. 

2. Use aircraft on Jeanne D'Arc (CVH97) for evacuation and aircraft on Boxer (LHD4) for 
providing cover. 

3. Set up air plan to have protective aircraft in the air throughout the rescue operation. 

Hints to Complete: Get the rescue helos launched early and position them a safe distance 
from theairport. Make sure the helos you send in can hold the personnel you need to rescue. 
Launch Harriers to provide cover. Watch out for SAM sites and hostile helicopters. 

NE'SATITAGAIN! 

Mission Description: Battle Group Operations in the Persian Gulf. 

Mission Tasking: 

1. The carrier battle group (CVBG) is to prepare the battle space and provide defensive cover 
for the amphibious ready group (ARG) in transit to a station south of the Iraqi coast. 

2. Be prepared to conduct strikes against Iraqi targets in defense of Kuwait. 

3. Keep aircraft ready for reconnaissance and strike missions. 

Hints to Complete: Launch Harriers from the Wasp and let them take care of identifying 
and attacking (if necessary) contacts in the Eastern side of the gulf. Use your CVBG to 
concentrate on aircraft coming out of Iraq. Pay attention to Intel messages and consider using 
ground attack aircraft to complete the mission. 

ANCIENT RIVALRY 

Mission Description: Japan defends her southern islands from a Chinese invasion. 
Mission Tasking: 

1. The Emperor expects you to defeat the enemies of Japan using the surface, subsurface, and 
air forces under your command. 
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2. U.S. forces operating in the East China Sea wili support you if tasked. 

3. Locate each of the Chinese Surface Action Groups (SAGs) and attack them before they can 
reach Japan's home waters. 

Hints to Complete: This mission is slow to develop, so you have some time to plan a 
defense. Get some F-14's and F-18's airborne from your carrier to provide air support for the 
unescorted E-2's and P-3's. Get some P-3's airborne (weather permitting) from the airfield to 
the Northeast as soon as the mission starts (those Harpoons can come in handy). Once things 
start happening, there is a lot of area to cover. Zooming in on congested areas can help you sort 
out who is who; just don't forget about the rest of the theater. 

PALESTINIAN PEACE 

Mission Description: The U.S. maintains a naval presence in the Eastern Mediterranean to 
enforce the latest M iddle East peace accords. 

Mission Tasking: 

1. Conduct continuous surveillance and maintain a continuous strike posture. CIA personnel 
on the ground in the disputed areas are attempting to pinpoint the training camps for the 
radical forces (on both sides) trying to undermine the peace through terrorism. 

2. Surgical strikes on those training locations may be required on short notice. Keep missile 
shooters and aircraft ready for strike missions. 

Hints to Complete: N o incoming to worry about here. Get a recon aircraft up early and head 
itfortheshoreline. It assists in pinpointing the camps (precision counts).TLAM'sfromthesubs 
offer a quick solution to this mission. 

FOUR-STAR MISSIONS (VERY DIFFICULT) 

REDSEACNOKEPOINT 

Mission Description: Russian surface, subsurface, and air forces are located at a chokepoint 
off the coast of Yemen. You are in command of two U. S. guided missile cruisers. 

Mission Tasking: Your primary task is to perform a safe transit into the Red Sea through the 
chokepoint with two U. S. surface combatants. U. S. land-based aircraft are aval I able to support 
this chokepoint transit. Be prepared to defend your forces with all resources at your disposal. 
Additional tasking to eliminate important designated land targets may occur. 

Hints to Complete: This one starts fairly fast. You have about 45 seconds to assess the 
situation before you get incoming from several directions. Pausing the mission helps you get 
your act together. Use the various land-based aircraft to assist in prosecuting your targets. You 
only have two surface platforms available so it takes everything you have to get through this 
one. Worry abouttheASW problem once you havetheAAW problem solved. 
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AFUROR IN THE FJORD 

Mission Description: Break the Russian blockade of Vestfjord. 

Mission Tasking: 

1. Your battle group is to break the blockade of Vestfjord. Conduct strike warfare, air warfare, 
surface warfare, and undersea warfare operations as required. You must neutralize Russian 
forces in preparation for an amphibious invasion of Norway. 

2. Develop a flight plan for CAP aircraftanddeploy ships capable of anti-aircraft operations so 
the carrier is protected against air-launched missile attacks. 

3. Deploy ASW-capable aircraft and ships to screen the battle group against Russian 
submarine activity. 

Hints TO Complete: You don't have much time to develop a flight plan so use the pause key 
to sort things out. You should try to get rid of the tattletale that's making life difficult for you. 
EM CON is no help here, so turn on your surface and air search radars and get to work, it won't 
take long for hostile missiles to start flying, so zoom in on your battle group and use the SM- 
2's to take out the incoming while you launch the CAP. When you get enough strike aircraft 
airborne, use them to takeout the surface and air threats so you can start concentrating on the 
ASW problem. 

NUESTRAS MALVINAS 

Mission Description: UK Forces attempt to break the Argentine naval blockade of the 
Falkland Islands (Malvinas) in order to clear the way for an Amphibious Group to land on the 
islands. 

Mission Tasking: 

1. Your United Kingdom Carrier Battle Group, consisting of HMS Ark Royal and HMS 
Invincible, is to break through the Argentine naval blockade around the Falkland Islands. 
For your information, Brazil has formed an alliance with Argentina. 

2. Prepare air<apable ships for flight ops. Develop an air plan to support reconnaissance and 
ASW needs. 

3. Factor the protection of the amphibious group into your plans. 

Hints to Complete: It's Sea Harriers against a steady stream of M irages carrying the Exocet 
missile. Get as many Harriers out in front of your group to turn back the Mirages before tbej 
can launch their Exocets. Use your submarines TLAMs to take out the supporting airfield. 
There are several other targets to find in order to complete this mission so don't think you're 
done after the M irages are gone. 

RED SEA AMBUSH 

Mission Description: Two U. S. warships are transiting to or from the Red Sea. Good luck 
and protect your forces. 

Mission Tasking: You are in tactical control of a two-ship Surface Action Group (SAG) 
transiting to or from the Red Sea. There areU. S. aircraft located at a land-based airport to assist 
in protecting these units during their transit. Your primary objective is to transit along an 
ordered track for about twenty miles. You are specifically ordered to perform a humanitarian 
rescue of a downed pi lot during this mission. Defend U.S. forces from a potential ambush while 
accomplishing your transit. 
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Hints to Complete: Once again, EM CON is no heip. With theAGI tucked in ciose to the 
merchant, he's hard to takeout with missiies. MK 50 torpedoes work pretty weii though. Get 
some F-14s and F-1 8s airborne from the iand based airport to heip you out with contacts to the 
north and south of your position. M ost of your probiem is to the north so concentrate your 
firepower in that directi on. Take out the two supporting hostiie airfields with TEAM s as soon as 
possible to get rid of the incoming problem. There are friendlies in the area, so be careful who 
you shoot. 

BALTIC SEA MAGIC 

Mission Description: You are the Commander of French Naval Forces ordered to break 
through a Baltic Sea blockade. 

Mission Tasking: Neutralize all German Baltic Forces encountered and break through the 
blockade. Additional tasking messages are sent after specific land-based targets have been 
either located or approved for elimination. Protect the Charles DeGaulleaircraft carrier from 
receiving any damage. One French SAG is to transit north of the island and the second French 
SAG is to transit to the south. Good Luck. 

Hints to Complete: Study up on your weapon characteristics. EM CON helps for awhile. 
Get Super Entendard and Rafales launched and positioned between your carrier group and 
contacts to your South. Pick off incoming aircraft as soon as you can identify thehostiles.Take 
out the PCFGs near the islands with Exocetsfrom theEntendards and your escorts. Read your 
Intel messages and launch aircraft appropriately. Don't forget about the ASW picture. Once the 
close in threat is el iminated, time is on your side to successfully complete this mission. 

SOUTH (HINA SLUGFEST 

Mission Description: Battle Group Commander of South East Asian Australian Coalition 
(SEAAC) opposes Chinese invasion of Spratly Islands. 

Mission Tasking: 

1. Protect Spratly Islands from Chinese invasion force. Use element of surprise to your 
tactical advantage. Consider use of emissions control (EM CON). 

2. Check the Intel Board, CIC has updated the Force Composition of the Chinese fleet. 

3. Makeprudentuseofearly warning aircraft so as not to give away the position of themain body. 

4. Deploy ASW-capable units to screen themain body. 

5. Good hunting. 

Hints to Complete: Launch land-based maritime patrol aircraft P-3 Orion aircraft to join 
your Allied forces. Maintain a passive electronic radar search with ships, but launch some 
helicopters to patrol to the North passively to locate the Chinese Fleet. Once you have the 
forces within range, send several surface-to-surface missile salvos against the surface ships. 
Target those enemy vessels well clear of any neutral shipping, since you may unintentionally 
damage them with your anti-ship missiles. Be alert and monitor with active sonar and 
sonobuoy search for the Chinese diesel submarines operating in close proximity to the Coll ins 
class diesel submarines. M aneuver the P-3 aircraft to approach from the rear of the Chinese 
force and launch Harpoon and torpedoes on these ships to the rear. To eliminate all hostile 
ships and subs is a battle of attrition, so make your missile salvos count. 
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MULTIPLAYER MISSIONS 

This section famiii arizes you with the seven muitipiayer missions. Again, a description of 
muitipiayer mission background and the tasking you must compiete in order to finish the 
combat scenario is inciuded. H ints to compiete these muitipiayer missions are aiso provided, 
but these are generai since gamepiay depends on the number of piayersinvoived. Muitipiayer 
missionsdifferfromsingie missions in that you need toaccompiish oniy one mission objective 
to successfuiiy compiete the combat scenario. Muitipiayer missions piay much differentiy if 
you form aiiiances between sides or aiiocate unassigned sides to the computer. If you have 
some of your own ideas concerning a fun muitipiayer mission just deveiop your own mission 
using the Mission Editor. 

CHANNEL FEVER 

Mission Description: United Kingdom and France have a navai duei with aircraft carrier 
battiegroups in the Engiish Channei. 

Mission Tasking: Eiiminate as much of your opponent as possibie. There are opportunities 
to generate additionai air assets with the destruction of either an airport, aircraft carrier, or 
ai rborn e su rvei i i an ce ai rcraft. 

Hints to Complete: Regardiess of which side you piay, Engiish or French, protect your 
airborne surveiiiance aircraft by sending a coupie fighter aircraft to patroi between the threat 
and the aircraft. Use your iand-based surface-to-air missiie (SAM ) site to defend your airport. 
Launch heiicopters and carrier-based aircraft from your surface fleet to identify and engage 
opposing surface ships, increase your surface ships' speed to ciose in on and engage the 
opposing surface forces. Dispatch additionai aircraft from your airport to engage the enemy 
surveiiiance aircraft. After neutraiizing the surface threat, send a iong range aircraft strike 
against your opponent's airport. 

FLORIDA STRAITS 

Mission Description: The United States tries to repuise Argentina and Russia from 
operating in the Fiorida Strait. 

Mission Tasking: The United States' primary objective is to sink either the Russian aircraft 
carrier or the Argentine aircraft carrier. Russia's primary objective is to destroy the United 
States airport or the Argentine aircraft carrier. Argentina's primary objective is to destroy the 
United States' airport or the Russian aircraft carrier. 

Hints TO Complete: Try to take on oniy a singie opponent in this three-sided confrontation. 
Launch avaiiabie aircraft to send an air strike against the aircraft carrier or the iand-based 
airport. Warning: Argentina has a submarine avaiiabie to suprise the Russian surface force. 

THE GOOD, BAD & UGLY 

Mission Description: United States, Russia, and French forces are battiing off the 
Kamchatka Peninsuia. 

Mission Tasking: Destroy aii opposing assets from the other two countries. 

Hints to Complete: This is a tough combat scenario regardiess of which side you end up 
piaying. Do not try to surprise anyone by keeping your radar in passive oniy operations. Go 
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ahead and turn your radar on. Launch many aircraft using somefor defense and others to attack 
your opponent's aircraft carrier or iand-based airport. Warning: the Russians have two aircraft 
formations airborne at the beginning of the mission and areeagerto pick off those nasty air-to- 
surface AS4 Kitchen missiies. This mission requires you to baiance offense and defense to 
accompiish your primary mission tasking. 

ISLAND TURMOIL 

Mission Description: Germany, France, United Kingdom, and Argentina duei with surface, 
air, and submarine forces in Caribbean Sea. 

Mission Tasking: Try to stay out of harm's way and keep other forces from entering your 
territory. Defend your airport. Good hunting. 

Hints to Complete: The primary objective here is to send your aircraft to neutraiize an 
opponent's airport. The French and United Kingdom havejammingcapabieaircraftavaiiabie so 
beware. Launch your own aircraft from your airport and send some off to a singie airport to 
destroy it and position some to defend your airport from attack. Do not send your aircraft off 
at maximum speed whiie transiting or they may run iow on fuei before achieving their airport 
attack objective. Ensure you send fighter attack aircraftwith weapons capabie of attacking iand- 
based targets. Shipboard heiicopter assets shouid beempioyed to aid in targeting and attacking 
opposingsurface forces encountered in themission. 

SINK THE LEADER 

Mission Description: Four separate countries have depioyed a surface action group to the 
South Pacific. 

Mission Tasking: The first piayer to sink the formation ieader of an opposing country 
compietes themission. 

Hints to Complete: Do not forget to use your iand-based surface-to-surface missiie battery 
to attack one of the opposing formations. Try to piay the mission with your surface ships' 
passive-oniy sensors and iaunch your heiicoptersto then search out and identify an opposing 
force for your ships to attack with surface-to-surface missiies in concert with your iand based 
missiie iauncher. Fire a iot of weapons to overwheim the enemies' defenses. 

SIX SHOOTER 

Mission Description: Six different countries are in a race to reach an iiiegai factory buiiding 
in the M editerranean Sea, near the coast of Itaiy. 

Mission Tasking: The first piayer to get their heiicopter to the iiiegai factory buiiding wins 
themission. 

Hints TO Complete: Immediateiy iaunch your shipboard heiicopter and order it to fly at high 
speed toward the isiand. Turn on your ship and heiicopter sensors if they are not on. Order you 
surface ship to engage other heiicopters and protect your own heiicopter from aii other ships 
and heiicopters in the mission. This muitipiayer mission is even more interesting if you form 
aii iances prior to starting the scenario. 
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DEADLY RECOVERY 

Mission Description: Six different countries are in a race to recover a downed piiot in the 
Mediterranean Sea, between Itaiy and Sardinia. 

Mission Tasking: The first piayer to get their hei icopter or ship to recover the downed piiot 
(spy) wins the mission. 

Hints TO Complete: Immediateiy iaunch yourshipboardheiicopterandorder ittofly athigh 
speed to rescue the downed piiot. Turn on your ship and hei icopter sensors if they are not on. 
Increase your ship speed to maximum and protect your heiicopter from aii other ships and 
heiicoptersin the mission. Remember speed is good and more is better. 

CAMPAIGNS 

The Campaigns actuaiiy consist of four separate regionai confiicts iinked by a iogicai 
progression of events taking piace in the timeframe described in >-Time: The Near Future or\ 
p. 5. The four regions are simiiar to iarge separate instances which might occur during a navai 
depioyment of a carrier battie group (CVBG). The campaigns are more chaiienging than the 
singie missions, and there are other differences as weii. The opposing forces encountered from 
one campaign region to the next have improved capabiiities, force size, and determination. 
Pause and save game menu functions are more than heipfui to manage the battie, catch up on 
communications, and get some sieep or something to eat. 

Throughout the campaign regions you controi a singie United States CVBG consisting of one 
aircraft carrier with an embarked air wing, two or threeTiconderoga ciass Aegis guided missiie 
cruisers with two SH-60 hei icopters embarked, two or three Arieigh Burke ciass Aegis guided 
missiie destroyers, one or two Spruance ciass destroyers with two embarked SH-60 hei icopters 
embarked, two or three Oiiver Hazard Perry ciass frigates with two SH-60 heiicopters 
embarked, and one to three Los Angeies ciass attack submarines. Specific mission goais are 
simiiar to those accompiished during singie missions, however now there areseverai mission 
goais to accompiish prior to compietingeach of the campaign regions. The next region does not 
become avaiiabie untii you have compieted the previous region and achieved a high enough 
mission efficiency rating, Main Menu Basics/Campaignson p 9.) 

BAY OF BENGAL 

Mission Description: India hasmobiiized amphibious assauit forces and hasdepioyed the 
INSViraat in theGuif of Mannar. Your forces are to transit to Southwest coast of Sri Lanka to 
pressure India to withdraw forces. Sri Lanka fears Indian miiitary buiidup in preparation to 
finai invasion force and coiiapse of the government. The United Nations has requested that a 
U.S. CVBG be sent to the area to stabiiize the region. 

Mission TASKiNG:Transittowithin 35 NM Southwest of the Sri Lanka coast. Repuise Indian 
Navai forces which attempt to prevent U. S. CVBG forces from compieting this mission. U. S. 
Ambassador may be extracted from Embassy in Sri Lanka if situation worsens. Be aiert to 
neutrai air and merchant traffic operating in this area. Additionai tasking may be received 
duringthismission. 

Hints to Complete: The CVBG is operating with aii eiectronic and acoustic sensors 
defauited to passive-oniy search. Activate aii eiectronic and acoustic sensors first, then iaunch 
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your carrier-based E-2C Hawkeye and fighters to search out and engage Indian forces opposing 
yourtransit.Also, launch S-3 VikingASW aircraftto conduct sonobuoy search patterns forward 
of theCVBG intended transit route. S-3 aircraft are also availableand useful to neutralize any 
hostilesurface forces encountered. Monitor your communications, intelligence and tasking messages 
which provide updated information important to understand and complete tasks needed to 
successfully complete this region. Try to maintain your initial transit track for your CVBG 
forces. Thiskeeps you close to theU.S. embassy in Sri Lanka forapossiblehelicopter extract! on 
oftheU. S.Ambassador. Remember that yoursubmarinesoperatingto thenorth may beuseful 
in accomplishingyour tasks of el iminating the land based airport and Indian ARG. 

STRAIT OF MALACCA 

Mission Description: China's People's Liberation Army (PLA) forces have conducted a 
massive incursion into Burma. The port and airport at Rangoon have been converted to PLA 
military operating bases. The Burmese government in exile in Thailand has requested U.S., 
Allied, and U.N. assistance to force the withdrawal of the PLA forces. A large People's Liberation 
Army Navy (PLAN) force supported by Russian surface and subsurface units positioned on a 
north-south axis in theAndaman Sea has taken control of the northern approaches to the Strait 
of Malacca. Your mission is to engage the PLAN/Russian naval forces in theAndaman Sea 
blockading the Strait of M alacca, and conduct air and Tomahawk strikes against the PLAN naval 
and air forces/facilities at Rangoon. You will rendezvous enroute with a force of up to 2 British 
and 2 Australian surface combatants which may be part ofyour alliance during this operation. 

Mission Tasking: Continue on your Easterly transit to engage PLAN and possible Russian 
forces in the Andaman Sea blockading U. S. and Allied forces from entering the Strait of 
Malacca. You will rendezvous with a force of up to two British and two Australian surface 
combatants which may be part of your al I iance during this operation. You must neutral ize the 
blockading forces to allow a second CVBG enroute from the Western Pacific clear passage 
through the Strait enroute to the Sri Lanka area of operations. Clear a path with the aircraft 
carrier battle group. Good Hunting. 

Hints to Complete: There is a significant submarine threat whi le the CVBG is transiting so 
activate your cruiser, destroyer, and frigate sonars. Protect the British and Australian ships to 
the south and east allied to your force with F/A-18 Hornet aircraft. Launch some EA-6B 
Prowlers to jam hostile surface ships operating along your PIM.Try to engage hostile aircraft 
with your long range fighters prior to them launching anti-ship cruise missiles against your 
CVBG units. Again send out S-3 Viking aircraft ahead of your CVBG to conduct sonobuoy 
search for hostile submarines and to launch attacks against hostile surface combatants. You 
must eliminate all hostile ships and submarines to complete this campaign region. 

TAIWAN STRAIT 

Mission Description: China has initiated a very intense media campaign to gain support for 
a forcible reunification with Taiwan. China is mobilizing a major PLAN force to take control of 
theTaiwan Strait and begin an assault on Taiwan. Your mission is to proceed toward Taiwan and 
assume an optimum tactical position from which to operate with Taiwan naval and air units to 
launch air, surface, and subsurface attacks against PLAN forces. 

Mission Tasking: Proceed to a position to the southwest of Taiwan andtogetherwithAllied- 
Tai wan ese naval forces thwart PLAN forces from closingthe Strait. You are also responsible for 
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preventing any invasion forces from assaultingTaiwan. Your mission iscompietedwhen PLAN 
forces withdraw or cease hostiiities. You may receive tasking to eiiminate designated iand 
targets. Good Luck. 

Hints to Complete: Be vigilant to hostile submarines patrolling the Taiwan Strait 
throughout your transit. The best method to eliminate the hostile Chinese airports is to launch 
Tomahawk missiles against them. Sending aircraft to take out the airports will probably result 
in some of them being shot down by surface-to-air missile batteries located in the vicinity of 
the airports. Maintain a constant airborne fighter patrol to prevent hostile aircraft from 
engaging the CVBG. Ensure the engaging units have clear firing bearings when attacking 
hostile surface combatants to prevent inadvertent destruction of neutral fishing boats and 
commercial shipping. Using your carrier based jamming aircraft, EA-6B Prowlers and ES-3 
Vikings, in concert with other attack aircraft is an effective tactic to neutralize surface ships 
without losing a lot of your resources. Launch shipboard SH-60R helicopters to search for 
submarines and also to assist in attacking or mopping up surface patrol boats or damaged 
destroyers and frigates with penguins and torpedoes. 

KURIL ISLANDS 

Mission Description: japan has established a major sea bed mining operation 20 nmi west 
of the island of Kunashiri. Kunashiri is claimed by Japan, but occupied by the Russians. 

Mission Tasking: You are in tactical control of all U.S. forces, including USAF land-based 
aircraft and jM DF forces in the Kuril Island area of operations. You must defend your forces 
against attack and take control of as much territory as possible. Completion of this tasking is 
expected to establish stability in this region until a United Nations settlement can be 
negotiated. Good Luck. 

Hints to Complete: This is the mother of all campaign regions, and by now you should 
know how to conduct simultaneous air, surface and submarine warfare operations. The 
d i ffi cu I ty here I i es i n th e fact th at th ere are Russi an Oscar C I ass su bmari n e I au n ch ed Sh i pw reck 
missiles, surface ship launched Shipwreck missiles, and air launched AS4 Kitchen missiles all 
coming in at the very beginning of the combat scenario. Do your best to defend your forces at 
first, then jump on the offense as soon as possible. M onitor your tasking messages to take out 
designated land-based facilities. You must realize that you most likely will have to learn some 
new tricks as you go and will most likely have to attempt this campaign region several times. 
Do not forget to eliminate all thesubmarines in the operating area. If this final campaign region 
is completed you will be rewarded with a victory video. 
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GAME STRATEGY 

This is not a strategy guide containing information on how to win specific missions, but is a 
source of usefui information on how to iearn more about navai warfare and to become an 
efficient tacticai gamer. Topics covered in this chapter inciude: piatform maneuvering, sensor 
empioyment, weapon empioyment, and navai warfare mission areas. 

Strategy is the act of managing armed forces in a battie, mission or campaign. The purpose or 
goai of adopting a strategy is to outwit your enemy. The manner in which oneimpiementshis 
or her strategy is through tactics. Tactics is defined as the science or art of maneuvering fighting 
forces in the presence of the enemy. These points are important to understand prior to further 
discussion of two specific types of navai warfarestyies, nameiy attrition and maneuver. 

Attrition warfare is primariiy characterized as the wearing down of an enemy, which is 
contrasted to maneuver warfare, a high tempo indirect method of engagingtheenemy. Attrition 
warfare is the matching up of your forces to enemy forces, and then forcing the enemy to 
expend cruciai resources faster than they can be repiaced. Attrition warfare is difficuit to appiy 
to a navai context. Therefore, maneuver warfare is a more preferabie and effective styie to iearn. 
Key principiesto maneuver warfare are the freedom to react to different situations, flexibiiity 
to empioy needed forces, adaptabiiity to the ever changing tacticai environment, and 
projection of power. The best pi ace to project combat power is against enemy weaknesses and 
vuinerabiiities. jane's Fieet Command shouid provide ampie opportunities for piayers to 
reaiize navai warfare is more than a science. 

PLATFORM MANEUVERING 

This section is intended to provide additionai information to improve your efficiency in 
maneuvering ships, aircraft, and submarines. The tutoriai missions cover some of the basics 
concerning piatform maneuvering and provide a good starting point. You iearn many of the 
short cut keys as you accumu i ate JANE'S FLEET COMMAND game experi ence and do a w i de vari ety 
of operations. Here is where you can further expand your abiiitiesto controi the iarger forces 
you see in more difficuit singie missions and the campaign regions. You can seiect or hook 
individuai piatforms and change their direction, speed, aititude, or depth. This is sufficient in 
those instances when you have the time or need to devote your fuii attention to these 
maneuvers. However, you wiii find many instances where you need to use shortcuts and game 
options to perform piatform maneuvering. 

M uitipie objects can be seiected simuitaneousiy whiie piaying the game. To seiect muitipie 
objectswithinthe2D map, ciicktheieft mouse button and dragabox over the objects. Another 
option is to seiect one object, press and hoidtheshift key, and ieft<iickto seiect objects untii aii 
desire objects have been hooked. These objects can be ordered to perform a tactic, such as 
engage a hostiie contact or transit to a specific iocation. This piatform maneuvering technique 
is oniy a temporary grouping of units. If you want to maintain a long-term group relationship 
for a particular number of platforms, create groups. 
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Creatinggroupsallowsyou to quickly select multiple platforms for assignment even when they 
are not all in the current view. For instance, assigning six F/A-18 Hornets and two F-14 
Tomcats to a group allows you to quickly select all 8 aircraft, regardless of their position on the 
map. All eight aircraft can then be given an assignment with one click on the map or target. 
Right<lick menu options for platforms in a group are Engage (no weapon option). Identify, 
Return to Base, and Return to Station. Groups can also be ordered to transit by right<licking 
on a map location. 

When agroupisselected,the2D map andBD viewjumptooneoftheselected group members. 
You may have to zoom out if you want to see all of your selected platforms; however you need 
not see all of the platforms to send them on an assignment. Up to nine groups can be assigned. 
Platforms can belongtomorethanonegroup. If a platform is killed, it is removed from all group 
lists. 

Destroyed platforms, downed pilots, weapons, and mines cannot be assigned to a group. While 
more than ten platforms can beassigned to agroup, no more than ten group member's names 
display on the screen at onetime. 

SURFACE SHIP 

Ships are typically placed in formation around the main body of a task force. In JANE'S FLEET 
COMMAND, ship station icons can be toggled ON/ Off to show the position assigned to each ship 
in theformation. A mission essential unit is normally position near the center oftheformati on 
with her accompanying missile units, and acts as the guide. The positioning of the escort ships 
is determined by the capabilities of their detection and weapon systems, and intelligence on 
threat locations. A sample maneuvering strategy you can employ is to movea missile ship out 
in front of theformation and turn his active sensors off. This ship is now a missile picket ship 
and can engage inbound missiles in her threat sector before they reach the task force. A similar 
strategy can be employed for a radar picket ship or submarine barrier ship. Another platform 
maneuvering technique with surface ships is to detach two ships, as a Search and Attack Unit 
(SAU).TheSAU conductsASW orASUW whiletherest of thetask force maneuvers away from 
the threat area. While ships are detached from theformation, remaining ship positions can be 
adjusted. Detached ships are returned to the task force using the Return-to-Station command. 
Torpedo evasion is another opportunity you have to employ maneuvering tactics. Ships 
automatically evade inbound torpedoes by turning away and increasingspeed to flank. You can 
attempt other maneuvers to try to evade the torpedo's detection cone vice simply trying to 
outrun the torpedo. 

AIRCRAFT 

Aircraft are typically assigned to air stations relative to the position of the launching platform. 
Air station icons can be toggled ON/OFF to show the position of the air stations. Multiple 
aircraft can be assigned to a single air station. Air stations can be hooked and relocated as the 
tactical environment changes. Aircraft assigned to the air station reposition themselves to the 
new location. As previously described, aircraft can be grouped into a formation and then 
ordered to perform a tactic, such as engage a hosti le contact or transit to a specific location . You 
can maneuver aircraft to attack from different directions to try and overwhelm enemy 
defenses. 
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SUBMARINE 

Submarines are the hardest platform to control because they are the most autonomous 
platform. You cannot communicate with a submarine that is not at communications depth 
(150'or less). When a submarine is at communications depth, take advantage of the situation 
to give orders to the submarine. Normally, you want your submarines to patrol far from the 
task force in a forward deployed position. This enables you to engage the threat before he can 
engage you, and possibly keeps the task force out of his threat zone. 

SENSOR EMPLOYMENT 

JANE'SFLEETCOMMAND has been developed to give the player the option to turn on all electronic 
sensors in the force or to select specific sensors on specific platforms to toggle ON/OFF. The 
scenarios play differently depending on how you decide to employ your sensors. When the 
sensor is turned on, is active, or radiating, there is a check mark beside that sensor on the 
object's mouse menu. When a sensor is off it is acting as a receiver. It is passively collecting 
acoustic or electromagnetic information from another radiating or active sensor. 

The primary decision concerning sensor employment is whether you want to operate in a 
covert, passive posture or in an overt, active posture with regard to your electromagnetic and 
acoustic sensor systems. If you think you have the element of surprise, then you should 
employ your sensors in a covert, passive posture. If, on the other hand, you know there is a 
significant submarine threat (specifically diesel submarines) and you must transit through this 
area, you should adopt an active acoustic employment plan of action, using both sonar and 
sonobuoys. A variety of factors, such as operating location, mission tasking, specific tactical 
advantages and many other considerations determine whether you should activate your 
sensors. In some cases it is prudent to activate some primary search sensors such as long range 
airborne surveillance aircraft, and leave other platforms in a passive posture to deny the 
opposing force detecting or identifying your force more easily or earl ier than necessary. 

RADAR 

Radar is an acronym for RAdio Detection And Ranging. The fundamental operation of radar 
is to transmit radio frequency (RF) signals from an antenna which travels out in a straight line 
at the speed of light until the energy is expended or the signal isreflectedoff of an object. There 
are several general types of radars which fulfill specific purposes, such as, air surveillance, 
surface search, and fire control radars. The range of radars are dependent on the platform they 
are installed in, the amount of power available, antenna size, operating frequency, and RF 
transmission types. The idea here is to equip you with a basic understanding of available 
sensors used in the game. This section focuses on radar. 

In JANE'S FLEET COMMAND your platforms (ships, submarine, and aircraft) may have different 
types of radars which are annotated as long range (LR), medium range (M R) or short range (SR). 
You may also see a FC or fire control radar sensor for some platforms. Fire control radars are 
designed to acquire targets originally detected by search radars to provide accurate range, 
bearing, and altitude target data. This fire control radar is necessary to either guide missiles or 
gun fire to a specific target. You may see some ships and aircraft with gun systems and short- 
range missiles and no fire control radar. In these instances, these platforms direct the firing of 
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these weapons either visually or with optical sights. Every platform is capable of visual 
sensing, so if you visually identify a platform, you have also been visually identified by that 
platform. 

Electromagnetic radar emissions have a longer detection range than direct line of sight. 
However, the radar return cannot distinguish a neutral ship from a hostile ship. The counter- 
detection range of radar is greater than the radar detection range, since radar detection must 
take a two-way path as opposed to passively detecting a radar which is a single path. The 
collection and identification of radar electromagnetic emissions is el ectronicwarfare. Electronic 
warfare is further discussed later in this chapter. The benefit from activating your radar is that 
you can develop a bearing, range, altitude, course, and speed values for a contact. This 
additional information may provide you with the necessary time to prepare for action or to 
position another asset to identify this contact. 

Radar is a I ine-of-sight sensor. There are some situations where you may not have the ability to 
see or cover the battle space unless you plan for this. For example, radar may not work if you 
have a ship with its radar operating near land and the terrain has a mountain range. An enemy 
aircraft could be flying low behind the mountain range and remain undetected from your ship 
radar since the aircraft is not in the line of sight of the ship-based radar. To improve your radar 
coverage in this case, you should position an air surveillance aircraft radar at an altitude above 
the mountains. 

SONAR 

Sonar is an acronym for SOund Navigation And Ranging. Sonar is similar to radar in principle, 
with the exception that it operates in water instead of in air. Instead of RF signals, sonar 
transmits acoustic energy in the form of a sound wave (travel ing at thespeed of sound, roughly 
5,000 feet per second). Sonar complexity results from the many variables in an ocean 
environment which may adversely affect sound propagation. Sonar performance in JANE'S FLEET 
COMMAND is variable, and is most affected by the depth of the water. Deep water areas provide 
thebest sonar operating conditions and therefore the longest sonar detection ranges. Size and 
radiated noise levels of platforms are also key factors in sonar performance. M ost sonars are 
capable of both passive and active operations. 

Passive sonar operation is the default operation in JANE'S FLEET COMMAND. When the sonar is 
passive it only receives acoustic energy emitted from a target. The most important point about 
passive sonar is the only information you receive from it is a line of bearing. As you play JANE'S 
FLEET COMMAND scenarios you may notice if you keep your sonar in a passive mode, there are 
passive acoustic lines of bearing when a platform detects a possible threat. 

SONOBUOY 

Sonobuoys, normally launched from aircraft, are sonar devices used to detect submerged 
submarines. When activated by a detection, sonobuoys relay information by radio back to the 
launching platform. In JANE'S FLEET COMMAND, aircraft that carry sonobuoys can be ordered to 
launch their buoys using the search command. Sonobuoy spacing is automatic, and the buoys 
default to passive operation. When an aircraft uses all its sonobuoys, the aircraft must return 
to base to replenish. 


91 


JANE'S FLEET COMMAND 


WEAPON & COUNTERMEASURE EMPLOYMENT 

In JANE'S FLEET COMMAND, it is easy to iaunch a weapon at a target. Simpiy hook one of your 
piatforms and ciick on a threat to attack that threat. The game automaticaiiy chooses the best 
weapon with which to engage that parti cuiar target. However, severai possibie consequences of 
that action shouid be considered. Your seiected piatform continues to engage the target untii 
the target is destroyed, your piatform is destroyed, your piatform runs out of appropriate 
weapons, or you order your piatform to perform a different task. I n some circumstances, it may 
be more appropriate to usethepiatform'sright<iick menu to seiect a particuiar weapon with 
which to attack the target. This technique wiii aiiow for best weapon management and best 
matching of weapon to target for the particuiar circumstances. Pay particuiar attention to 
neutrai piatforms in the vicinity of targets. For instance, if a neutrai ship is between your 
iaunching piatform and the target, your weapon may home in on the neutrai ship. 

It is usuaiiy best to empioy the weapons in your force using a defense- in-depth strategy. 
Engage the enemy as far from the main body of your formation as possibie. Position aircraft far 
ahead, in the direction of the threat, so they areweii positioned to engage the threat before the 
threat can engage the main body. The next iine of defense is your missiie ships, foiiowed by 
guns, and finaiiy seif-defense systems. 

Countermeasures and decoys are automaticaiiy depioyed in JANE'S FLEET COMMAND, if they 
possess the capabiiity, both aircraft and surface ships depioy chaff and flares against inbound 
missiies. Appropriate submarines iaunch acoustic decoys against inbound torpedoes. Certain 
aircraft have radar jamming capabiiity. A jamming aircraft can jam oniy one radar at a time. 
Therefore, it is often prudent to send muitipie jamming capabie aircraft in formation with other 
attack aircraft. 

The foiiowing aircraft have jamming capabiiity: 

United States: E-3 Sentry, EA-6B Prowier, EP-3 Orion, ES-3 Viking 

United Kingdom: M k 2 Nimrod 

People’s Republic of China: B-6 Badger 

Russia: TU -14 2 BearJ 

France: Atiantique2, Etendard IV PM 

SELF DEFENSE WEAPONS 

Self defense weapons engage automatically when a threat or threat weapon is within 
engagement range. Self defense weapons include both gattling guns and short range missiles. 
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NAVAL WARFARE MISSION AREAS 

ANTI-SURHU WARTARE (ASUW) 

ASUW is all actions taken to neutralize the enemies surface forces. These actions consist of 
attack by surface ships, submarines, and aircraft using guns, torpedoes, and missiles. 

ANTI-SUBMARINE WARFARE (ASW) 

ASW consists of operations conducted to deny the enemy theuseof hissubmarineforces, both 
attack and ballistic missile submarines. ASW operations can be conducted by surface ships, 
submarines, and aircraft primarily usingASW torpedoes. 

ANTI-AIR WARFARE (AAW) 

AAW consists of all actions taken to combat the enemy air threat, consisting of both aircraft and 
missiles. Both surface forces and air forces using missiles and guns conduct AAW operations. 

MINE WARFARE (MIW) 

MIW consists of both offensive and defensive mine warfare operations. Offensive MIW 
consists of mine laying against enemy surface and submarine forces. Defensive M IW is the 
removal or neutralization of all types of enemy mines. 

STRIKE WARFARE (STW) 

STW is the attack against land-based targets by attack aircraft and land attack missiles from 
naval platforms.. 

AMPHIBIOUS WARFARE (AMW) 

AMW is an attack launched from naval platforms at sea against a hostileshore involving naval 
shore bombardment and landing craft carrying ground units. 

ELECTRONIC WARFARE (EW) 

EW is the military action designed to prevent the enemy's use of the electromagneticspectrum, 
whileensuringtheuseof theelectromagneticspectrum by friendly forces. 
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MISSION EDITOR 

The M ission Editor contains the tools you need to custom build your own single or multiplayer 
missions. You can also load a previously created single or multiplayer mission and make 
modifications to it. When you decide to create a new mission, you can choose a region 
anywhere in the world, select naval forces from any of sixteen countries, form alliances, and 
designate threats. While developing your scenario, you have access to Jane's Reference which 
provides information on a specific ship, submarine, or aircraft. To review a platform's 
capabilities, select the object's icon and press FI. The Mission Editor also contains advanced 
features such as Probability of Inclusion, Random Start Boxes, and Dynamic Groups. These 
options allow you to randomize your mission so they play differently each time. 

CHOOSE REGION 

This screen, with its map of the world, is where you choose the region in which your mission 
takes place. 



To choose a region: 

1. Scroll left/ right with the arrow keys. A box displays your prospective mission's region. 
Zoom the map using O and Q or |[coNTROH +Left/Riaht mouse click. 

2. Choose the region in which you wantto build your mission. Right<lick that region to select 
it as the mission area. 

3. You are prompted to confirm your region choice. ClickYESto accept the selected region or 
click NO to return to the Region map and select a different location. 

i. The game loads the chosen region, and the Mission Creation screen appears. 

MISSION CREATION 

This is the primary screen where the mission is created. Place individual objects using the 
object buttons along the lower right. Use the Editor M enu along the top of thescreen to further 
customize your mission by adding entire battlegroups, assigning alliances, and editing groups 



MISSION EDITOR 


to suit your requirements. As you moveyourcursorwithin the2D map region, the latitude and 
longitude values in the lower left change with the cursor position. The depth and elevation 
readout, also in the lower left, shows depth in feet when the cursor is over water and altitude in 
feet when the cursor is over land. There is also a range scale located in the lower left corner of 
thedisplay to aid in determining distances. 


NOTE:llse of the water depth readout information is important when placing submarines, 
since the water depth may be too shallow for them to operate. 



EDITOR MENU 


OBJECT 

PROPERTIES 

PANEL 


DESCRIPTION BAR 


OBJECT BUTTONS 


2D MAP MENU 

Right<licking on the Mission Editor 2D map brings up the Map Menu. From here you can turn 
ON or OFF several chart display options. Four menu items are available: BATHYMETRY, 
SCALE, OBJ EOT NAMES, and TACTICS. The default for all menu items is ON and is indicated 
with a check mark to the left of the menu option. 
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BATHYMETRY: When ON the 2D map displays detailed colored shading indicating 
variations in water depth and land elevations. When OFF the detailed shading is replaced by 
solid bluefor water and solid yellow for land. (Defaults to ON.) 

SCALE: When ON the range scale displays in thelower left corner of the 2D map. (Defaults 
to ON.) 

OBJECT NAME: When ON object names display on the 2D map. This menu feature may 
be important to reduce clutter from the 2D map when creating a mission. (Defaults to ON.) 

TACTICS: When ON all object tactics display as white lines on the 2D map. The primary 
purpose for hiding the display of tactics is to reduce cl utter when building a mission (Defaults 
to ON.) 

OBJECT BUTTONS 

Use the Object Buttons on the bar located at the bottom right of thescreen to place submarines, 
ships, air corridors, and land objects within the Mission Editor 2D map. 


NOTE: Be aware of the great distances covered on the mission map when creating a mission. 

A good way to check is by clicking on the waypoints of certain tactics. The Object Properties Panel to 
the right of the screen displays the amount of real time it takes for your platform to reach that point. 
Though single player games have the option of time compression (see >> Data Display in Detail/Scale, on p. 39), 
multiplayer scenarios cannot use accelerated play. Long distances between waypoints and goals take a very 
long time to traverse. 


ADD SUBMARINE OR SHIP 

1. Click the submarine or ship button. You are prompted in the Description Bar at the lower 
left of thescreen to click on the map to position the object. 

2. Move the cursor to the map and left-click to place the object. Customize the object by using 
the drop down menus in the Object Properties Panel to theright of themap. 

□ To learn more about the specific selections for your submarine or ship, see ^-Object 
Properties Panel, Submarine or Ship, on p. 109. 

ADD AIR CORRIDOR 

An air corridor is a flight path commercial aircraft take during the mission. You can specify the 

type of aircraft and how many aircraft travel this path every hour in the Mission Editor. 

Air corridors can be attached to airports or can be independent flight paths traversing the 

mission area. 

To add an air corridor: 

1. Click on the air corridor button. You are prompted in the Description Bar to click on the 
map to position the object. 

2. Move your cursor within the 2D map and left<lick the position where you would I ike the 
air corridor to start. 
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3. Click again on the chart to define the angle and direction the air corridor should take. The 
air corridor automatically extends to the extreme edges of the 2D map region. 

□ The procedures for adding aircraft and changing air corridor characteristics are found in 
>-ObiectPropertiesPand, Air Corridor, on p. 114. 

ADD BUILDING 

1. Select the building object button. You are prompted in the Description Bar to click on the 
map to position the object. 

2. Move the cursor within the 2D map and left-click your mouse to designate the position for 
your building. 

□ For details on adding building characteristics, >-Object Properties Panel. Land-Based 
Buildings or\ p. 115 



ADD SUB 

ADD SHIP 

ADDAIR 

CORRIDOR 

ADD BUILDING 


NOTE: Use of the land altitude readout information is important when pladng buildings, 
since the buildings need to be placed on land. You may want to make use of the terrain features 
when positioning your building. 




OBJECT MOUSE MENU 

Right<l icking on a hooked object enables the Object M ouse M enu. Some of the features found 
in the Object Mouse Menu are also available from the Object Properties Panel pages for the 
hooked object. Object M ouse M enu items that are not available for a specific object are grayed 
out and disabled. For example, since a submarine does not have embarked aircraft, it does not 
have the following menu items available: ADD INFLIGHT AIRCRAFT, ADD AIR STATION, 
ADD AIR CORRIDOR, and, FLIGHT SCHEDULE. 
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The Object Mouse Menu provides a shortcut to add or delete platforms from formations, and 
assign attached goals to the hooked object. The ADD INFLIGHT AIRCRAFT and ADD AIR 
STATION options are only available for ships with embarked aircraft (see >■ Appendix C) and 
land-based airport objects. The ADD AIR CORRIDOR menu item only applies to land-based 
airports. Use the FLIGHT SCHEDULE menu item to assign alert readiness conditions to aircraft 
embarked on a ship or for aircraft located at an airport. The FLIGHT SCHEDULE menu item is 
only available on the Object M ouse M enu. 


OPTIONS — 
UNAVAILABLE 
FORTHI5 
PLATFORM 



ADD TO FORMATION 

The ADD TO FORMATION menu item from the Object Mouse Menu is only available if there 

is a formation in the mission you are creating. To add a platform to an existing formation, this 

menu option is the quickest method. 

To add an object to a fonnation: 

Click on the object to hook the ship. Right-click themousewhen thecursor is over the hooked 
object to display the Object Mouse Menu. 

Select the ADD TO FORMATION menu item. A new menu appears displaying the formations 
to which you can add the object. Oncethe object is added to the formation, a blue line I inks 
this object to theformation leader on the Mission Editor2D map. 

For details on how to create a format! on J^Editor Menu/Options/Formations, on p. 107. 



NOTE: Once you add the platform to a formation, any tactics you may have previously assigned 
to this platform are lost. Platforms In formation follow the formation leader and Its assigned tactic. 
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UNLINK FROM FORMATION 

Use the UNLINK FROM FORMATION option from the Object Mouse Menu to remove a 

platform object from a formation. 

To use this feature: 

1. First hook the object by left-clicking on the object. Next, right-click to access the Object 
Mouse Menu. 

2. Select UNLINK FROM FORMATION. The 2D map no longer shows a blue link line 
attaching the object to the formation leader. You now need to assign a new tactic to the 
object. 

ADD ATTACHED GOAL 

Goals can be attached to specific objects In a mission. 

To add an attached goal: 

1. Hook the object. Right-click the mouse on the object Icon to activate the Object Mouse 
Menu. 

2. Select ADD ATTACHED GOAL. You are prompted In the Description Bar to left-click on the 
2D map to position the attached goal. 

□ A blue I Ink line between the attached goal and the object Is established. The default type of 
an attached goal which Is created using the Object Mouse Menu Is a destination goal with a 
five mile radius circle. For a detailed discussion on the types of attached goals and how to 
customize attached goals, see >~AddAmched Goal on p. 99 . 
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ADD INFLIGHT AIRCRAFT 

TheADD INFLIGHT AIRCRAFT menu option Is only available If the object you have hooked 

has embarked aircraft or Is a land-based airport with aircraft. 

To add an inflight aircraft: 

1. Hook the aircraft's base object. 

2. Right-click the mouse over the object Icon to display the Object M ouse M enu. 

3. Select ADD INFLIGHT A IRC RAFT. The Description Bar below the 2D map prompts you to 
left-click on the map to position the Inflight aircraft. The Inflight aircraft Icon Is placed on 
the 2 D map and a blue I Ink line appears between the aircraft and Its base. 

4. Hook the Inflight aircraft symbol. The Object Properties Panel has a Name field with a 
selection of available aircraft to use for this station. The Object Properties Panel also has 
fields allowing you to specify the Speed, Altitude, Tactic, and Weapon Loadout for the 
aircraft. For additional details on Inflight aircraft, see Object Properties Panel, Aircraft 
Carriers on p. 111. 



NOTE: An Inflight aircraft is airborne with all sensors ON when the mission begins. Only one 
aircraft may he assigned to an Inflight aircraft station. 
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ADD AIR STATION 

TheADD Al R STATION menu item from the Object M ouse M enu is only available to ships with 
embarked aircraft or an airport after aircraft have been added. The primary difference between 
adding an inflight aircraft and an air station is that the inflight aircraft option allows a single 
aircraft to be placed while the air station can be assigned up to two aircraft. 

To add an air station: 

1. Hook the object with aircraft and righWick the mouse to invoke the Object M ouse M enu. 
Select theADD AIR STATION menu item. 

2. The Mission Editor Description Bar prompts you to left mouse click on the 2D map to 
position the air station. 

3. Left-click the air station icon to hook the air station. Options for this air station appear in 
the Object Properties Panel. The panel has two fields that allow you to specify what aircraft 
you want assigned to this station. The Weapon Loadout fields allow you to change the 
mission assignment for each aircraft. Weapons appropriate for the mission assignment are 
loaded at mission start. The panel also has a field in which you can specify the altitude of 
the air station. However, the panel contains no option to define a tactic. Planes at an air 
station follow a predefined holding pattern tactic whilethey remain on station. 


X NOTE: Anairstationmaycontainoneortwoaircraft.Theaititudeoftheaircraftinanairstation 
is seiectabie, however the speed of the aircraft is not. The sensors of the air station aircraft are ON hy 
defauit, since they are airborne at the beginning of the scenario. 



ADD AIR CORRIDOR 

TheADD AIR CORRIDOR menu item from the Object Mouse Menu is only available for land- 
based airport objects. This feature allows you to add an air corridor attached to an airport. This 
is different from the Add Air Corridor Object Button located in the lower right of the mission 
editor, which will add independent flight paths that traverse through the mission area. The Add 
Air Corridor feature is also available on thelastpageof the Object Properties Panel options for 
an airport. 
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To add an air corridor: 

1. Hook the airport object. Right<lickto activate the Object Mouse Menu andseiectADD AiR 
CORRiDOR. 

2. You are prompted in the Description Bar to i eft mouse dick on the 2D map to piacetheair 
corridor. One end of the air corridor is anchored to the airport and the other end 
automaticaiiy extends to the edge of the 2 D map. 

3. Toseiectan air corridor, you must ci ick on one of the iarge white squares appearing at either 
end of the corridor's path. You may have to zoom the map aii the way out untii the entire 
region is visibie before you can access the corridor's seiecti on points. When the corridor is 
hooked the white iines turn red. For detaiis on customizing an air corridor, see ^-Object 
Properties Panel, Air Corridor, on p. 114. 



FLIGHT SCHEDULE 

The purpose of the Fi ight Scheduie is to set readiness states for aircraft iocated in airports and 
on ships with embarked ai rcraft. The defauit readiness state for aii aircraft is thirty minutes. You 
have the option to scheduie some aircraft in either an Aiert 5 condition (aircraft is avaiiabie to 
iaunch in five minutes), Aiert 15 (aircraft is avaiiabie to iaunch in fifteen minutes), or Aiert 30 
(aircraft is avaiiabie to iaunch in thirty minutes). For some ships with embarked aircraft there 
isoniy one runway or iandingpad avaiiabie. Therefore oniy one aircraft is aiiowed to be in an 
Aiert 5 readinessstate.Aircraftcarriershavemuitipie airstrips from which to iaunch aircraft so 
they permit more than one aircraft to be in Aiert 5 condition. You are not abie to piace more 
than the aiiowed number of aircraft in an Aiert 5 condition. You may piace up to 24 aircraft in 
Aiertl5 andAiertSO condition. 

To access the Flight Schedule: 

1. Hook the airport or ship with embarked aircraft. Right-ciick the icon to activate the Object 
Mouse Menu. Seiect the FLiGHT SCHEDULE menu item and a Fiight Scheduie box 
appears. 

2. Seiect the radio buttons for the desired aiert condition (5, 15, or 30) for each individuai 
aircraft. 
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3. Changethe Flight Schedule for other aircraft types by selecting them in the list box at the 
top of the F I i ght Schedu I e box. 



NOTE: The FLIGHT SCHEDULE menu item is only available if a ship or airport has aircraft 
assigned to it. 




NOTE: You need to use the Object Mouse Menu to access the flight Schedule when determining 
the readiness conditions for aircraft embarked on ships (see >> Appendix () and airports. 



EDITOR MENU 

The menu bar at the top of the Mission Creation screen contains tools for editing, saving, and 
further customizing your mission. The Editor Menu consists of the following items: Mission, 
Edit, View, Add, and Options. 

MISSION 

NEW MISSION: Create a new mission by selecting a new region. 

LOAD MISSION: Load a previously created mission. 

SAVE MISSION: Save your current mission. If your current mission is a new mission and has 
not yet been saved, you are prompted for a file name. 

SAVE MISSION AS: Specify a new namefor your current mission and save it. 

LOAD MULTIPLAYER MISSION: Load a previously created multiplayer mission. 

SAVE AS MULTIPLAYER MISSION: Save your current mission as a multiplayer 
mission. Ifyour current mission is a new mission and has not yet been saved, you are prompted 
for a file name. 

EXIT: Exit to the Main Menu screen. 
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EDIT 

COPY: Copy a hooked object on the mission map. (You may aiso press |l control | +[[ c],) 
PASTE: Paste a copied object anywhere on the map. (You may aiso press |l coNiRog + [y| key ) 
DELETE: Deiete a hooked object. (You may aiso press BQ.) 

SELECT MULTIPLE OBJECTS: Aiiows you to ciick and drag over the map to select more 
than one object to edit. As you drag the mouse, a box appears showing the selection area. Any 
objects appearing in this area are selected. Release the mouse button to complete selection of 
the objects. 

SET RANDOM START BOX: Allows you to set a Random Start Box around a hooked 
object. When selected, a box with the hooked object at the center appears. This box moves and 
sizes as you move the mouse. Click the left mouse button to freeze and set the box size. The 
centered object begins the mission at a random point within this square. 

REMOVE RANDOM START BOX: Deletes the Random Start Box from around a hooked 
object. 

SIDE ALLIANCES: Allows you to select which sides are allied. See Set Alliances, on 
p.118. 

ENVIRONMENTAL CONDITIONS: Allows you to set the environmental conditions for 
your game mission. See ^ Set Environmental Conditions, on p. 118. 
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VIEW 

BATHYMETRY: Toggle the display of sea/land contour shading ON/OFF. 

SCALE: Toggle the map scale indicator ON/OFF. 

OBJECT NAMES: Toggle the display of names adjacent to objects ON/OFF. 

TACTICS: Toggle the display of all assigned tactics and waypoints ON/OFF. 

TYPE: Toggle ON/OFF the appearance of the various types of platforms and objects: surface 
ships, aircraft, submarines, land-based objects, mines, and goals. 

SIDE: Choose which sides' forces are shown on the map. 

GROUP: Toggle dynamic groups ON/OFF. 

FILTERS: Allows you to choose several view filters at once, including viewing by side, 
platform type, and dynamic group. 



ADD 

TRANSITING WAYPOINTS: Assign a set of moveable waypoints for a platform to transit 
before beginning a specified tactic. 
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I NOTE: The TRANSITING WAYPOINT menu item is only available when you hook a platform 
that has been assigned a name and a tactic. The platform starts the mission at the outermost 
waypoint and transits each waypoint until it reaches the location of the platform icon. The platform then 
executes its assigned tactic. 


WAYPOINT: Add an additional waypoint to the platform's path for tactics that already 
incorporate waypoints. 



NOTE: When you add a waypoint to a tactic you must have one of the waypoints in the tactic or 
the object icon itself hooked to activate the menu item. 


MINEFIELD: Place a minefield on the map. M ines must be placed in water. Details on the 
Minefield Description Box are included in Add Minefield, or\ p. 119. 

GLOBAL GOAL: Placeaglobal goal on themap. For more details see 2 ^ArWG/ota/ Goa/, on 
p. 121. To arrange theirorder of importance, see 2 ^ Goa/ Procec/race, on p. 130. 



OPTIONS 
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CREATE DYNAMIC GROUP: Create a grouping of objects and assign a probabiiity of 
inciusion for the group as weii as specific members of that group. A group can contain any 
combination of ships, pianes, subs, or iand-based objects. See Create Dynamic Group, on 
p.132. 

EDIT DYNAMIC GROUP: Modify dynamic group properties. You can change the 
composition of existing dynamic groups, and adjust the probabiiity that individuai ships 
within those groups appear. See >■ Edit Dynamic Group, on p. 133. 

GOAL PRECEDENCE: Set the order in which goais must beaccompiished to compietethe 
mission. See Goal Precedence, on p. 130. 

DEFINE MISSION DESCRIPTION: Create or edit a description of the mission. This is a 
brief description of the mission that appears on the Mission Seiection screen. 

DEFINE INTEL MESSAGE: Create or edit an inteiiigence message for the mission. Intei 
messages defined here appear in the Intei section of the Comms screen at the start of the 
mission. 

DEFINE TASKING MESSAGE: Create or edit a tasking message for the mission. The 
tasking message is the first message you receive when the mission begins. This shouid contain 
more precise information than the mission description. 

SET MISSION TITLE: Create or edit a namefor the mission and define its ievei ofdifficuity 
(the number of stars on the Mission Seiection screen). If no mission name is specified, it 
defauits to the mission's fiie name. 


NOTE: The mission title text field size is limited to twenty characters. 


FORMATIONS: Choose a formation and type of group, or customize a formation. To piace a 
formation, foiiow thestepsfor piacingasingieship. See >~To Add a Ship, on p. 96. 



Create Formation Aiiows for the creation of a custom formation. 
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To create a custom formation: 

1. Place all objects to be Included In the formation using the Object Buttons. Select all the 
objects by using the SELECT MULTIPLE OBjECTS option from the Edit menu or press 
IISHiFTii whllellft<llcklngon multiple objects. 

2. Click CREATE FORMATION and enter a name. Select theformatlon leader from the list of 
selected objects. The objects added to this formation follow the speed and movement of the 
leader. 

3. To add a single object to theformatlon, place It on the map, then rIghWIck It. Select ADD 
TO FORMATION from the Object Mouse Menu. A llstingofavallableformatlons appears. 
Choose the formation to which you would I Ike to add the platform. 

Delete Formation: Delete the chosen formation. 

Standard Formation: Allows for the placement of one of several standard battlegroup 
formations on the 2D map. Select the type of battle group you wish to place on the map. 
RIghWIckon the map to place the group. 



NOTE: When you place a fleet on the map, it defaults to a United States battlegroup. To change 
the fleet's nationality, you must click on each individual ship and assign it a new nationality using the 
Object Properties Panel to the right of the map. (See :^0b]ect Properties Panel, on p. 109.) 


• SAG: Placea SurfaceAction Group as your formation. 

• ARG: Place an Amphibious Ready Group as your formation. 

• CVBG: Place a Carrier Battle Group as your formation. 

FORMATION TACTICS: 

The tactics available for the leader of a formation are different than those of a single ship. To 
view the tactics available to a formation leader, select theformatlon leader and view the options 
listed in theTactics drop down list in the Object Properties Panel. 

PIM Waypoints: Drag a line across the map and release. The formation leader travels 
through the waypoints and continues in a straight line upon reaching the final waypoint. 
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PIM Area Waypoints: Drag a square across the map and release. The formation leader 
travels to each waypoint and begins again when the last waypoint is reached. 


eATIP To re-arrange the ships of your formation, click and drag the individual objects to the desired 
place on the map. 



OBJECT PROPERTIES PANEL 

SUBMARINE OR SHIP 

There are two pages of object properties for ships and aircraft. The exception is for aircraft 
carrier type objects. They have a third properties page. (See ^-Aircraft Carriersm p. 1 1 1 .) 



PAGE ONE 

SIDE: Select the object'sside.Toset alliances between sides, see ^ Set Alliances or\ p. 118. 
COUNTRY: Select the object's nation. 

CLASS DESIGNATION: Select the object's class (for submarines and ships). 
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NAME: Select the specific vessel name, or hull number for some classes. 

TACTIC: Choose theobject'stacticfrom one of those listed below. After thetacticis selected, 
the Description Bar prompts you to position the object tactic on the 2D map. Use the left 
mouse button to position the tactic in the 2D map. 

Expanding Box: The platform first patrols the area in an outward spiral pattern then an 
inward spiral pattern. 

Ladder Box: The platform patrols the area in a back-and-forth pattern within the 
parameters of the box. 

Random Box: The platform patrols the area in a random pattern. 

Perimeter Box: The platform patrols the area along the perimeter of the box. 

Transit Search: The platform travels to each of the four waypoints and searches for 
enemy contacts. If an enemy isdetected, it deviates from its path to engage. Thewaypoints 
may be dragged to any position on the map. At the last waypoint, the platform maintains 
the assigned course and speed indefinitely unless it detects a threat. 

Area Waypoints: Similar to transit search in that the platform travels to each of the four 
waypoints and searches for enemy contacts. The waypoints may be dragged to any position 
on the map. Unlike transitsearch, when theplatform reaches the last way point, it returns 
to the first waypoint and resumes the pattern. 

Barrier: The platform travels back and forth along an assigned path. The waypoint 
marker that appears on the map can be moved to any position. 

Transit: Theplatform travels to each waypoint. It does not deviate from its path except in 
defense. Four waypoints appear which can be dragged to any position on the map. At the 
last waypoint, the platform maintains the assigned course and speed indefinitely. 

SPEED: Enter the desired speed of theplatform in knots. 

DEPTH: Enter the desired depth for submarines in feet. 

PAGE TWO 
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Probability of Inclusion: Th i s i s th e percentage ch ance an obj ect appears at th e start of the 
mission. 

Latitude: Shows the starting iatitude of the piatform. 

Longitude: Shows the starting iongitude of the piatform. 

□ To change the iatitude or iongitude of an object, move the cursor over the icon on the map. 
Ciick and drag the icon to the desired iocation and reiease the mouse button. 

Points: Assign the piatform a point vaiue that the piayer receives when the piatform is 
destroyed, if a Friendiy piatform is damaged or destroyed, its points are subtracted from your 
mission score, if a H osti ie piatform is damaged or destroyed, its points are added to your score. 
If you assign the piatform no point vaiue, it does not show in the M ission Debrief, nor does it 
affect the mission's success percentage. When a piatform is damaged but not destroyed, the 
piayer stiii receives parti ai points. Forexampie, if a Hostiie piatform which is assigned 1000 
points receives 20% damage, the piayer is awarded 200 points. 

CoMMs Period (hrs.): Set the intervai at which a submarine rises to communication depth 
to receive orders. 

AIRCRAFT CARRIERS 

The first two pages of the Obj ect Properties Panei are the same for aircraft carriers. However, an 
additionai page of properties becomes avaiiabie with this specific ciass of ship. 

PAGE THREE (CARRIERS ONLY) 

Aircraft Available: Shows the aircraft avaiiabie on theseiected carrier. 

Add Inflight Aircraft: Aiiows inflight aircraft to be piaced anywhere on the map. 
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INFLIGHT AIRCRAFT 

There are three pages of properties avai I abl e for i nfl i ght aircraft. 

PAGE ONE 

Name: Choose the type of aircraft to bepiaced.This iist comes from the Ship-Based Aircraft 
List. See >■ Appendix C, on p. 1 5 0 . 

Tactic: Choose the tactic the aircraft performs. For descriptions of these tactics, see 2^0/r/ccf 
Properties Panel/Submarine or Ship/Page One, or\ p. 109. 


^ NOTE: One tactic available to ASW aircraft with sonobuoys is a Sonobuoy Search tactic. 

The tactic is a box designated with the cursor on the 2D map where the ASW helicopter or aircraft 
is to drop sonobuoys to search for submarines. 


Speed: Set the aircraft's speed in knots. 

Altitude: Set the aircraft's aititude in feet. 

Weapon Loadout: Seiect Navai Warfare M ission Area assignment for the aircraft. Weapons 
appropriate for the mission type are ioaded on the aircraft at mission start. 



PAGE TWO 

Probability of Inclusion: Set the percentage chance an object appears in the mission piay. 
Latitude: Set the starting iatitude of the aircraft. 

Longitude: Set th e starti ng iongitudeoftheai rcraft. 

Points: Assign a point vaiue to the aircraft. This is inciuded in the mission's finai taiiy as part 
of the overai i score and success rate. 
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PAGE THREE 

Source Object: Displays the platform at which the aircraft is stationed. 

Inflight Aircraft: Specify whether or not the aircraft is to begin the mission airborne. 

Aircraft with Launch Time: Specify whether or not the aircraft is to begin the mission at 
its station. The Launch Time box appears in which you set the time the aircraft launches from 
its source object. For example, if the mission begins at 08:00, setting the launch time to 08:15 
makes the aircraft launch 15 minutes after the mission's start. 



NOTE: If, after specifying aircraft with a specific launch time, you decide to change the scenario 
start time, your aircraft launch time is automatically updated to occur within the same eiapsed time 
interval from the original scenario start time, for example, if the mission begins at 08:00 and the aircraft launch 
time is 08:IS, changing the scenario start time to 06:00 causes the aircraft launch time to be updated to 06:15. 


Refresh Station: Causes the aircraft's source object to automatically begin preparing 
another aircraft to take its placewhen that aircraft returns. 
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ADD AIR STATION 

Clickon the Add Air station button then dick on the map to pi ace the station. Seiect aircraft to 
be assigned to the station from the Assigned Aircraft drop down iists. Up to two aircraft can be 
assigned to an air station. From the Weapon Loadout dropdown iist seiect the mission 
assignment for each aircraft. Weapons appropriate for the mission typewiii be ioaded on the 
aircraft at mission start. You can aiso designate the aititude of the station. 



SNIPS WITH EMBARKED AIRCRAFT 

I n add iti on to ai rcraft carri ers many types of sh i ps carry hei i copters and other ai rcraft. Ai i sh i ps 
with embarked aircraft are identified in Appendix C. 

ADD INFLIGHT AIRCRAFT; 

For ships other than carriers, use the Add inflight Aircraft button on page two of the Object 
Properties Panei to add an inflight aircraft to the mission. Ciick on the map to piace the aircraft, 
then seiect the aircraft's icon to dispiay the inflight aircraft pages described above. The 
piatform's Object Mouse Menu can aiso be used to add inflight aircraft. See ^Object Mouse 
Menu, Add Inflight Aircraft, on p. 100. 

ADD AIR STATION: 

Add air stations for ships other than carriers by ciickingtheAdd Air Station button on page two 
of the piatform's Object Properties Panei or by seiectingADD AiR STATiON from the Object 
Mouse Menu. 

AIR CORRIDOR 

An Air Corridor is a flight path commerciai aircraft take during the mission. Air corridors can be 
attached to airports or can be independent flight paths traversing themissi on area. You can change 
air corridor options such as the type of aircraft and rate of generation in theObject Properties Panei. 

After adding an air corridor to the2Dmap, ciickon one of the two endpoints of the air corridor 
to gain access to the Object Properties Panei. 
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PAGE ONE 

Corridor Width: Set the width (in miies) of the air corridor. 

Plane Generation per Hour: Set the rate pianes are generated. (N umber of pianes per hour.) 
Plane Direction: Toggie button to set the direction aircraft travei in the air corridor. 
Minimum Altitude: Set the minimum aititude aircraft can fly in the air corridor. 

Maximum Altitude: Set the maximum aititude aircraft can fly in the air corridor. 



PAGE TWO 

AvAiLARLEAiRCRAFr:Add or deiete aircraft from the air corridor. Ciick on theAdd Aircraft button 
to designate the aircraft that are to popuiatetheair corridor. Select an aircraft type from theAvailable 
Aircraft list, then click on the Delete Aircraft button to remove aircraft from the air corridor. 



LAND-BASED BUILDINGS 

Once you have created a building object and placed it on land, a building icon appears and 
building properties appear in the Object Properties Panel to the right of the map. 
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PAGE ONE 

Side: Select the object's side. 

Name: Sel ect th e sped fic bu i I d i n g obj ect n ame. 

Heading: Set the orientation of the bull ding object. Enter a number 0 to 360 to designate the 
direction a buildingfaces. 

Include in Sim: Specifies whether the selected building is added to the mission as a 
simulation object. Simulation objects can be selected and destroyed. Non-simulation objects 
appear on thescreen but can not be selected or destroyed in themission. 

Autodetect: Specifies whether or not the building is always visible during a mission. When 
this option is selected he building is automatically detected by all of the player's platform sensors. 

^TIP To add more buildings to your scenario for visual effect, without impacting game play, use 
the Include in Sim option. Insure that the Include in Sim option is not checked if you want the building to appear 
in the 3D view but not to be included in the mission play (i.e. you don't have to kill it and it doesn't appear 
on the mission map). Including too many buildings in the sim slows the simulation down, and dramatically 
reduces frame rate. 



PAGE TWO 

Probability of Inclusion: The percentage chance an object appears in the mission play. 
Latitude: Showsthebuilding latitude. 

Longitude: Showsthebuilding longitude. 

Points: Assign a building a point value. This is included in the mission's final tally as part of 
the overal I score and success rate. 
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AIRPORT 

The airport land-based object is similar to an aircraft carrier object. An additional page of the 
Object Properties Panel becomes available. 

To add aircraft, delete aircraft, add inflight aircraft, or add an air corridor follow the instructions below. 

1. Click on theairporttoselectit. 

2. On page three of the Object Properties Panel, four buttons appear at the bottom of the page: 
Add Aircraft, Delete Aircraft, Add Inflight Aircraft, and Add Air Corridor. 

3. Add Aircraft and DeleteAircraftaretreatedthesameasin y^ToAddAirCorrkior,or\ p. 101. 

4-. Clicking Add Inflight Aircraft places aircraft from the airport aloft at the start of the game. 
The number of aircraft in the air is subtracted from the planes grounded at the airport. You 
must place planes at the airport before you can add inflight aircraft. 

5. Add Air Corridor is treated thesameas in page two of To Add Air Corridor {see p. 101) 

with theexception that oneend of thecorridor is anchored at theairport, where theplanes land. 



NOTE: The Plane Generation per Ur value on page one of the air corridor's Object Properties 
Panel determines how many planes are in the corridor at a time. When the total number of planes 
is exhausted, the air corridor becomes idle. 
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SET ALLIANCES 

From the Editor menu, select Edit then SET ALLIANCES to display the Alliances box. Click to 
highlight the side you wish to ally with or against your fleet. 

Click the ^ or ^ arrow to place that side in your alliance (left box) or among the forces all ied 
against you (right box). 



SET ENVIRONMENTAL CONDITIONS 

To set or change environmental conditions in your mission, select the Edit from the Editor 
menu and then choose ENVIRON MENTAL CONDITIONS, activating the Conditions box. 

SEA STATE: Set the condition of the sea, from 1 (calm) to 5 (choppy). 

TIME OF DAY: Set the time of day at which the mission begins using 24-hour military time. 


NOTE: When you make a change to the time of day, a confirm box appears stating 
"Changing Time of Day will effect all goals and aircraft with a launch time. Do you want the dates to 
be automatically updated to the new start time?" If you select the YES button, all times for your goals and 
aircraft launches are adjusted to maintain the same time interval relative to the original mission start time. 
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BOTTOM TYPE: Setthestateoftheseafloor: rock, mud, or sand. These conditions can affect 
sound propagation for active and passive sonar operations. 

MONTH: Set the month in which the mission takes piace. 

WEATHER: Set theweather conditions in which the mission takes place. Availabieseiections 
are Clear, Puffy Clouds, Overcast, and Rain. These weather conditions can affect sensor 
detection ranges and visual ranges. 

SSP TYPE: Toggle SSP (Sound Speed Profile). The selections for SSP types include Surface 
Duct, Bottom Limited, and Convergence Zone. These SSP types determine the sound 
propagation paths available for acoustic sound energy to travel. Bottom Limited has the 
shortest ranges and Convergence Zone the longest ranges. 

CLOUD HEIGHT: Set the height of cloud cover (no lower than 1000 meters). 



ADD MINEFIELD 

To add a minefleld to your mission: 

1. Select theAdd menu option from the Editor menu, and then select M INEFIELD. 

2. The Description Bar below the 2D map prompts you with a green flashing text message to 
definetheareaon the map in which to place the minefield. You can do this by clicking the 
left mouse button on the desired area and dragging the mouse until the area locating the 
minefield is drawn on the map. 

3. Release the left mouse button. You have defined the area in which the mines are evenly 
distributed. The Minefield Designation dialog box then becomes available. 

□ Enter the number of mine columns in the first field. 

□ Enter the number of mine rows in the second field. 


NOTE: The total number of mines permitted in the minefield is limited to one hundred. Check the 
total number of mines by multiplying the number of rows by the number of columns. 
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□ Select the mine type from the drop down list, either Contact, Influence, or Moored Mine. A 
Contact mine type detonates only when an object makes physical contact. An Influence 
mine type detonates when a ship or submarine disturbs the Influence mine. A Moored 
mine is an Influence mine anchored with a mooring cable. 

□ Enter the depth in feet in the next field. If you enter a mine depth that exceeds the water 
depth, a message box appears when the mission is saved notifying you that the object 
exceeds the water depth. 

□ Select theside this minefield belongs to. 




NOTE: Use of the water depth readout Information is important when placing mines since the 
water depth may be too shallow for them to operate. 



When a mine is selected on the map, the following options for that mine appear on the Object 
Properties Panel. 

PAGE ONE 

Side: Assi gn th e si de to w h i ch th e m i n e bel on gs. 

Name: Specify the type of the selected mine. The mine type selected when the minefield was 
created is shown by default. 

Depth: Specify the depth of the selected mine. The depth in feet designated when minefield 
was created is shown by default. 
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PAGE TWO 

Probability of Inclusion: This is the percentage chance an object appears i n the missi on pi ay. 
Latitude: Shows the iatitude of the mine. 

Longitude: Shows the iongitude of the mine. 

Points: Seiect a point vaiue for the mine. Defauit point vaiue is zero, since weapons are 
normaiiy not counted as part of theoveraii score and mission effectiveness rating. 



ADD GLOBAL GOAL 

There are two types of giobai goais, Destination and Automatic. Both types are described in- 
depth beiow. 

To place a global goal: 

1. Left-ciick GLOBAL GOAL in theAdd menu. 

2. Left-ciick theiocation on themap where thegoai isto bepiaced. 

3 . C i i ck the goai to assi gn i t properti es. The G oai 's 0 bj ect P roperti es Pan ei appears to th e r i ght 
of themap. 
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DESTINATION GOAL 

A Destination Goai is a goai achievabie oniy when the object that matches the goai criteria 
arrives at the goai iocation on the map. A radius can be defined around the goai so an object can 
trigger the goai by arriving at a position within that radius. 

PAGE ONE 

Goal Name: Assign the goai aname.Thedefauitgoai name is Goai with asequentiai number 
appended. 

Goal Type: Specify whether the goai type is a Destination Goai or an Automatic Goai. An 
Automatic Goai has no specific criteria to be achieved. See>~Aiitonmtic GoHl,or\ p. 126. 

Side: Assign the goai to a specific side. If you do not specify a side, the objects that can satisfy 
this goal do not have to belong to a specific side. 

Country: Choose the nationality of the platform that must reach the goal. If you do not 
specify a country, the objects that can satisfy this goal do not have to belong to a specific 
country. 

Class: Choosethe class of the platform. If you do not select a class, the objects that can satisfy 
this goal do not have to belong to a specific class. 



NOTE: For any goal you can specify the side, the country, and the class of the object that 
must complete the goal. You may leave any of these fields blank, meaning that any value is valid for 
that field. For example, if you select "United States" for the country and leave the rest of the fields blank, any 
United States platform on any side can satisfy this goal. Similarly you can set the side specification to side I, and 
leave the rest of the fields blank. Then any platform on side I can accomplish the goal. 


PAGE TWO 

Radius: Define a range around the goal. Arrival anywhere within this area accomplishes the 
goal. A white circle around the goal icon shows the range on the map. 

Points: Assign a point value to the goal. The points are included in the mission's overall score 
and success rate. If a point value is assigned, the goal appears in the Assigned Tasks section of 
the Mission Debrief Screen. 
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Start/End Time: Specify the time within which thegoai must becompieted. If you do not 
select a start or end time, this goal can be accomplished at any time during the mission. 

Latitude: Adjust the latitude of the goal. 

Longitude: Adjust the longitude of thegoai. 

Return to Base: Specify whether the platform must not only arrive within the radius of the 
goal but also return to base to satisfy the goal. This option is intended for aircraft objects, if a 
ship arrived within the goal's radius, it would automatically satisfy the goal. 


ci\TIP Use the Return to Base option for scenarios in which you want aircraft to arrive at a location and 
then return safely to base to get points. An example of this might reguire a helicopter to pick up personnei from 
a iand site in a Hostile area and return them safely to base. The player only receives points if he accomplishes 
both parts of the goal. 



PAGE THREE 

COMMUNICATIONS 

Specify the parameters of the communications message the player receives when the goal is 
accomplished. During gameplay new communications messages are displayed in theComms 
screen. A blinking red box in the bottom right of the Data Display indicatesthatanew message 
has been received. 

TYPE: Allows the user to specify one of three types of communications: Intelligence (Intel), 
Tasking, or Messages. The type of message selected determines which area of the Comms 
screen shows the message. 

Intel. A report with further mission information. This message appears in the Intel 
section of the Comms screen during gameplay. 

Tasking. Information about an additional goal. This message appears in the Tasking 
section of the Comms screen during gameplay. 

Messages. Other messages the player receives when the goal is reached. This message 
appear in the Messages section of the Comms screen during gameplay. 
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TEXT: Compose the text of the communications received. The first iine of this message 
appears at the bottom of the iarge upper portion of the CDS screen during gamepiay. Therefore 
the first iine of the message shouid notify the piayer of the type of message received (for 
exampie, "New inteiiigence message received"). This iine shouid befoiiowed by a hard return. 
The entire body of the message appears in the appropriate section of the Comms screen. 

AUDIO FILE: Specify an audio fiie to be piayed when the message is dispiayed. The 
foiiowingisa iistof .wavfiiesavaiiabiein JANE'SFLEETCOMMANDand the content of the message. 
T 0 get th e message .wav fi i es to pi ay i n a created m i ssi on , ty pe th e n ame of th e .wav fi i e exacti y 
asfoiiows: 

TacticalUpdateReceived.wav: "Tacticai update message received." 
UpdatedTaskingReceived.wav: "Updated tasking message received." 
HighIntelReceived.wav: "High priority inteiiigence message received." 
HighTaskingReceived.wav: "High priority tasking received." 
SitReportCopied.wav: "Situation report copied." 

DamageRepReceived.wav: "Battle damage assessment report received. 
MissionComplete.wav: "M ission complete. Report for Debrief." 
NewIntelReceived.wav: "New intelligence message received." 
NewTaskingReceived.wav: "New Tasking message received." 

TaskingReceived.wav: "Immediate tasking received." 

UpdatedIntelCopied.wav: "Updated intelligence message copied." 


NOTE: The .wav files shipped with Jane's Fleet Command do not require a full path, just the file 
name. To play your own custom .wav file, copy the .wav file to the Scenario directory (a subdirectory 
off of the path in which Jane's Fleet Command was installed) on your hard drive. Enter the name of this new .wav 
file in the goal Audio File box. 


NOTE: When creating text or sound for the final goal of the game (i.e., the Mission Complete 
goal), make sure that the communication message tells the player that the mission has been 
completed. Missions have no other time limit or ending point. 


NOTE: When designing multiplayer missions that have custom .wav files, participating players 
must have not only the scenario file but also the new .wav file(s). The other players should copy the 
.wav and scenario files to their Scenario directory. 


MISSION EDITOR 



PAGE FOUR 

Success Debrief Mission: Enter a message to be received at mission's end if the goai is 
achieved. 

Failure Debrief Mission: Enter a message to be received at mission's end if the goai is not 
achieved. 

When the mission ends, the piayer reaches the Debrief screen where aii the statistics of the 
mission are dispiayed. On this screen, aii goais that have a non-zero point vaiue are shown, 
aiongwith their success or faiiure status. If the goai was successfully completed, clickingon the 
goal description in the Debrief screen reveals the success message for that goal. Ifthegoal was 
not accomplished, clickingon the goal description displays the failure message for the goal. 




NOTE: The Success and failure Debrief messages are oniy shown if points are assigned to 
the goal. 
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PAGE FIVE 

ACTION: Determine an action that takes piace when thegoai is reached. 

None: No action takes piace. 

Create Object: Aiiows air objects to be created when a goai is achieved. When thegoai is 
reached, an object or group of objects appear at the goai's iocation. The object is under the 
controi of the side to which thegoai is assigned. If the goai has not been assigned a side, the 
object is controiied by the side that reaches it first. CiickingAdd Object caiis up the Add 
Goai Object box as described beiow. To deiete an object, highiight the object you wish to 
remove in the Objects to Create iist, then ciick Deiete Object. 

In the Add Goal Object box you can specify the following: 

Country: Choose thecountry to which theobject beiongs. 

Class: Choose the type of objectwhich appears. 

Number of Objects: Choose the number of objects to create. 



AUTOMATIC GOAL 

Automatic Goais are goais that do not have any specific criteria required for them to be 
accompiished.They are automaticaiiy triggered. Automatic goais are setup to be triggered at a 
certain time in the scenario. No other criteria, such as side or country, need be specified for an 
object to trigger the goai. They are usefui for any intei or communication you want to provide 
the piayer at specific times during the mission. They are aiso usefui in conjunction with goai 
precedence. Automatic Goais' Object Properties Panei pages three, four, and five are exactiy the 
same as Destination Goais (see above). 

PAGE ONE 

Goal Name: Assign thegoai a name. The defauit Goai Name is Goai with asequentiai number 
appended. 

Goal Type: Specify whether thegoai type is an Automatic Goai or a Destination Goai. 
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cATIP Specifying a Goal Name that indicates the purpose of the goal may make it easier to set goal 
precedence as well as aid you in remembering what the goal was created to accomplish. 



^TIP Automatic goals are useful for sending "mission complete" messages to the player. In the 
Goal Precedence dialog for an Automatic Goal, specify that this goal cannot be triggered until all other goals 
in the mission are completed. Once all the other goals are completed, the "mission complete" goal Is auto- 
matically triggered. 


PAGE TWO 

Points: Assign a point value to the goal. The points are included in the mission's overall score 
and success rate, if a point value is assigned, the goal appears in the Assigned Tasks section of 
the Mission Debrief screen. 

Start/End Time: Set the time period when this goal is active. 




NOTE: Normally, assignment of points for Automatic Goals is not necessary, since these goals 
occur regardless of a player's actions. 
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ADD AHACHED GOAL 

Attached Goals are goals created specifically for one platform. M ore than one Attached Goal 
may be created for an Individual object. Attached Goals provide a mechanism for Identifying 
the method of the object's destruction, specifying the object's arrival at a designated location, 
and the rescuing of a downed pilot. 

To create an attached goal: 

1. On themap,rlght<llck the object to be assigned the goal. The Object Mouse Menu appears. 

2. Left-clIckADDATACHEDGOAL. 

3. Left<llck the map where the goal Is to be placed. Hook the goal to further customize It. 

i. The Goal Object Properties Panel pages appear. Attached goals have different Goal Types. 
Thesetypes are Destination, Pick Up Pilot, and Kill Goal. These are available from the Goal 
Type drop down list. 




NOTE: Assigning points to AtUdied Goals causes these goals to appear in the Mission Debrief 
screen when the player ends the mission. 



DESTINATION GOAL 

Attached Destination Goals function in much the same mamei as Destination Goals in Add 
Global Goal on p .122. The specific difference is that, for theAttached Destination Goal, only 
the attached object can satisfy the goal . Therefore, only the attached object can trigger the goal 
by arriving at the goal's location. 
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PICKUP PILOT GOAL 

A Pickup Pilot Goal isassigned to adowned pi lot to make the pilot's rescue a mission goal. 

To place a downed pUot: 

1. Select the Ship Object Button. PI ace the object by left<lickingon the 2D map at the desired 
location. 

2. Hook the ship icon and, on the first Object Properties Panel page, select Neutral for Side, 
Neutral for Country type. Raft for Class Designation, and Downed Pi lot for Name. 

3. The downed pilot must be assigned a tactic, however the specific type does not matter 
because speed is zero. 

To add an Attached Picknp Pilot Goal: 

1. Right<lick the object to activate the Object Mouse Menu and select ADD ATTACHED 
GOAL. On the Object Properties Panel to theright of the2D map, select Pickup Pilot Goal 
in theType field. 

2. You mustalsospecify the type of object that can pick up the pi lot, as well as the radius from 
within which the goal can be accomplished. This is set up in much the same way as a 

Destination Goal in Add Global Goal on p. 1 2 2 . 
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KILL GOAL 

Kill goals are always attached to objects. The platform to which the goal is attached must be 
destroyed in order to satisfy this goal. On page one of the Object Properties Panel, you can 
specify characteristics for the platform that must accomplish this goal. Similar to the other goal 
types, you define the object by selecting the Side, Country, and Class properties. One additional 
option is the abi I ity to specify the percentage of damage that must occur in order to satisfy the 
goal. If, for example, the player is required to cause 2 5% damage to a platform, add an attached 
Kill Goal to that platform and specify 25 for thedamage. The remaining Object Properties Panel 
pages are the same as for Destination Goal, on p. 1 2 2 . 



GOAL PRECEDENCE 

In the Goal Precedence Dialog, you define the order in which you want your goals to be 
accomplished. If the goals are completed out of order, the player does not receive credit for 
completing them. For example: suppose you want to create a mission in which the player must 
navi gate his sub to a specific point close to shore and then destroy a building with aTomahawk 
strike. For stealth reasons, the player must arrive at a destination goal near the shore before 
completing the Attached Kill Goal on the land site. In the Goal Precedence dialog you would 
make the Destination Goal a child goal of the Kill Goal. This means that the Destination Goal 
must be accomplished^rsf. The Kill Goal can only be completed after the Destination Goal is 
completed or no credit is given to the player for the kill. 

To set Goal Precedence: 

1. From the Editor Menu, select Options then choose GOAL PRECEDENCE. The Goal 
Precedence dialog box appears. 

2. All goals in the mission are stored in the Root folder in the list to the left. 

3. Click the + to open the Root folder. A list of the goals appears. 

i. To make a goal (Gl) achievable only after another goal (G2) has been reached, click the 
second goal (G2) and drag it onto the first goal (Gl), making (G2) a child of (Gl). Now, (Gl) 
cannot be accomplished unless (G2) is achieved first. 
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NOTE: The Goal Precedence dialog shows the goals in a reverse hierarchical tree. In other 
words, the child goals must be accomplished before the parent goals in order to maintain the correct 
order of completion. 


^TIP Use Goal Precedence to make a "mission complete" goal to inform the player when the mission is 
finished. To do this, create a "mission complete" Automatic Goal that has an Intel message notifying the player 
that the mission has ended. In the Goal Precedence dialog, make all other goals in the mission children of the 
"mission complete" goal. When all the goals in the mission are completed, "mission complete" goal is 
automatically triggered and informs the player the mission has ended. 



DYNAMIC GROUPS 

Dynamic Groups can make a mission appear ranciom and dynamic so that each time you play 
the mission, thesituation and gameplay are different. M issionscan be designed so that at game 
start time only some of the Dynamic Groups are used in the scenario. Only those objects in the 
selected Dynamic Groups appear in the mission. Therefore, when the mission starts, you may 
have different objects appear each time. 

You can designate only a certain number of objects from a selected Dynamic Group to appear 
in the mission. For example, suppose you want to create a mission in which the player's 
battlegroup is different every time he plays the game. To do this: 

1 . Create a Dynamic Group called, for example, USBattleGroup. Add a Nimitz, an Arleigh 
Burke, and a Ticonderoga to the USBattleGroup. Give each one of these platforms a 
probability of inclusion of 33%. 

2 . To ensurethatat least one of the three ships appears in the mission .specify a Minimum of 
1 ship in the settings for the USBattleGroup. To ensure that no more than two ships in the 
group appear in the mission, specify a M aximum of 2 in thesettings for the USBattleGroup. 
At mission start, at least one ship and at most two are randomly chosen from the three. 
Since each has a probability of inclusion of 33%, each has an equal likelihood of being 
chosen. 
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You can also specify that an entire battlegroup be randomly selected when the mission starts. 

To do this, set up another Dynamic Group and call it, for example, RussianBattleGroup. This 

Dynamic Group is similar to theUSBattleGroup only it contains Russian ships. 

To set up the mission so that it randomly picks between the RussianBattleGroup and the 

USBattleGroup: 

1. Create a parent group that contains both of these battlegroups. Create a group called 
ParentGroup and add the RussianBattleGroup and the USBattleGroup to it. 

2. Now make the ParentGroup's probability of inclusion 100%, and set the M inimum to 1 
and the Maximum to 1. 

3. Change both the USBattleGroup's and the RussianBattleGroup's probability of inclusion to 
50%. At mission start, either the RussianBattleGroup or the USBattleGroup is selected, 
each with an equal likelihood of occurrence. 

4-. Goals can also be members of Dynamic Groups, and appear in the mission only if the 
Dynamic Group isselected at mission startup. However, goals that are members of a Dynamic 
Group but are not attached to objects within the group are always created when the 
Dynamic Group is selected. These Goals are not influenced by the M inimum and M aximum 
specifications for the Dynamic Group. Conversely, goals that are attached to objects in the 
Dynamic Group are not created if the object itself is not created at mission start. 

CREATE DYNAMIC GROUP 

To create a dynamic group: 

1. Click on an object or group of objects using SELECT MULTIPLE OBjECTS option from the 
Edit menu {see >■ Editor Menu, Edit, Select Multiple Objects, on p. 104) or by holding down 
th e IlsHiFTii key w h i I e cl i cki n g th e d esi red 0 bj ects. 

2. From the Editor Menu's Options menu, select CREATE DYNAMIC GROUP. The Create 
Group dialog box appears. 

3. Enter a name for the group in the Group Name field. 

4. Set the probabi I ity that the group as a whole appears at the mission's start. 

5. Determine how many individual ships within the Dynamic Group appear at the mission's 
start by using the Minimum and Maximum adjusters. To change the group's set up, select 
EDIT DYNAMIC GROUP from the Editor Menu's Options Menu. 
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EDIT DYNAMIC GROUP 

To edit a dynamic group: 

1. From the Editor Menu's Option Menu, seiect EDIT DYNAMIC GROUP. The Dynamic 
Groups dialog box appears. 

2. On the left, a I ist of created dynamic groups appears. Cl ick the folder of the group you wish 
to edit. 

3. Adjust the group's probability of inclusion, as well as the range of ships that are generated 
w i th i n th e grou p at th e mi ssi on 's start. 

i. in the Selected Objects box, al I the objects that make up the Dynamic Group are I isted. The 
Aval I abl e 0 bj ects box I i sts al I obj ects aval I abl e f or sel ecti on . Th ese are obj ects th at are n ot 
included in this or any other Dynamic Group. 

5. To add or delete an object from the Dynamic Group, click on the name of the object you 
want to shift. Use the t and J, buttons to move the chosen object into or out of the group. 

You can use the Edit Dynamic Group function to randomly place a group on the 2 D map at the 

mission's start. 

1. Create a Dynamic Group in a position at which it can appear in the mission. 

2. Select the entire group and create a duplicate using the COPY function in the Edit menu 
(See >-Copy, p.xxx). Paste the new group at a second location where it can randomly appear. 

3. Select the new group which consists of the same ships as the first. Select CREATE 
DYNAMIC GROUP from the Options menu. When the Create Group dialog box appears, 
give the second group a different name. 

4. Select EDIT DYNAMIC GROUP. The Dynamic Groups dialog box appears. Both groups' 
folders are displayed in the left-hand column. 

5. Click Add Group in the upper center of the box. Create a name for this new, empty group. 
A new folder appears. 

6. C I i ck on th i s th i rd grou p. B el ow, i n th e Aval I abl e 0 bj ects box, the fi rst two grou ps are I i sted . 
Move both groups into the Selected Objects box. They now become subgroups of the third. 
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7 . For this third group, set Probabiiity at 100%. Set both Minimum and Maximum settings 
tol. 

8 . Now set each of the two subgroups' Probabiiities to 50%. There are now two different 
iocations in which the same group might appear at the start of the mission. 


NOTE: Goals that arc members of a Dynamic Group but are not attached to a specific object in 
the group are always created when the Dynamic Group is seiected. These goals are not influenced by 
the Minimum and Maximum specifications for the Dynamic Group. Conversely, goals that are attached to objects 
in the Dynamic Group are not created if the object itself is not created at mission start. 



MISSION EDITOR HOTKEYS 


These hotkeys are available in the M ission Editor. 


m 




|ICONTROLII + fc| 
IICONTROLII + fy] 


Navigates focus to the next closest visible object icon on the map. 

Navigates to the next waypoint of atactic. If the currently selected 
icon is an object, this key selects thefirst waypoint in that object's 
tactic. If the selected icon is a waypoint, this key selects the next 
waypoint. 

Navi gates to thepreviouswaypointof atactic. Similar to the above 
key. 

Cancel any operation in progress. 

Deletes the currently selected object. 

Displaysjane's Information for the currently selected object. 

Copy the currently selected object. 

Paste from the copy buffer. 
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STARTING A CREATED MISSION 

By default created missions are treated as Single Missions unless saved as a Multiplayer 
Misson. 

To start a created mission: 

1. Saveafinished mission by clickingSAVE MISSION in the Editor Menu's Mission Menu. If 
you want it to be a Multiplayer mission, clickSAVE AS MULTI PLAYER MISSION. 

2. Click EXIT to return to the Main Menu. 

3. Click Single Mission or Multiplayer. Missions of the appropriate type appear in the 
M issions List. Green stars to the left of the M ission Title differentiate user created missions 
from other mission types. 

i. Click your mission's name to begin play. For Mu Itiplayer games, see J^Mu/ri>/aj/crbelow. 


MULTIPLAYER 


Join or host multiplayer games in JANE'S FLEET COMMAND either on a local area network or over 
the Internet. As host you are able to decide the mission, which options are available, and the 
players in the mission. 

TO BEGIN A MULTIPLAYER GAME 

1. Confer with your fellow players (via chat boards, telephone, etc.) and determine who has 
the fastest computer. That person should be the H ost. 


NOTE: For Multiplayer games, the Host should have at least a Pentium II Z66 with 6A MB, 
more than the recommended configuration for single player games (see the Install Guide enclosed 
with the game). 


2. From the Main Menu, click the Multiplayer button. This takes you to the Multiplayer 
Connect Screen. 

3. Choose your method of linking to your fellow players. On TCP/INTERNET or SPX 
Connection, up to four players can join a game. 

4-. Click ACCEPT or double-click on thetext of desired connection type. 



NOTE: When using the Internet, the Host should give the others his IP address and the game's 
password, if required. 
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MULTIPLAYER CONNECT SCREEN 

5. The M ultiplayer Lobby Screen appears with your chosen connection type dispiayed at the 
top of the screen inbiuetext. 



MULTIPLAYER LOBBY SCREEN 


TO HOST A GAME 

THE MULTIPLAYER LOBBY SCREEN 

1. Enter a titie for your game in theGameTitiefieid. 

2. If you wantto iimitwhoyou aiiow intoyour game, ciick Require Password. Make sure you 
ietyourfeiiow piayers know this password prior to beginning the mission. 

3. If you have chosen to require a password, enter the password you choose in the Password 
box in the upper-right of the M uitipiayer screen. 

4-. Ciick Host in the center-right box of the Muitipiayer screen. Muitipiayer Game Setup 
screen appears. 


136 



MULTIPLAYER 


m MULTIPLAYER GAME SETUP SCREEN 

1. As players join the game, their names appear in the Player Name column in the Multiplayer 
Game Setup Screen. 

2. Click the Select a Mission button in the upper right of the screen. The missions available in 
Multiplayer mode appear. 

□ New multiplayer missions can be created in Mission Editor. (See ^Mission Editor or\ 
p.94). 

3. To select a mission, click the name of the mission you wish to play. Click ACCEPT to select 
that mission, or CANCEL to return to the M ultiplayer Game Setup screen 

i. Once you have chosen the mission, click MODIFY to select a fleet from the Fleet Selection 
screen. 



PLAYER STATUS 


MULTIPLAYER GAME SETUP SCREEN 

THE FLEET SELECTION SCREEN 

1. The Players' choice of fleets appears as a number in the FLEET column on the left of the 
screen. The platforms available to each fleet appear in the Platform box on the right of the 
screen. 

2. Each player chooses his/her fleet by clicking a number under the FLEET column. A 
depressed button state indicates the fleet is selected. Clicking a depressed button deselects 
that fleet. 

3. When players choose their fleet, their names appear in the CONTROL column. The Host 
chooses which remaining fleets to assign to computer control by clicking on the desired 
NONE button in the CONTROL column. If a fleet is not assigned to either a player or 
computer, that fleet does not appear in the game. 

4-. Clicking ACCEPT modifies the player's fleet selection and return the player to the 
M ultiplayer Game Setup screen. 
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FLEET SELECTION SCREEN 

CUSTOMIZING AND STARTING A MULTIPLAYER GAME 

1. If, as Host, you do not want a player to participate, ciickon theplayer name and then ciick 
REFUSE PLAYER in the center right of the Multipiayer Game Setup screen. 

2. The Host determines which options are avaiiabie in Muitipiayer games. To choose avaiiabie 
options, first click Options at the bottom of the M ultiplayer Game Setup screen. 

3. Click M ultiplayer. This is where the Host chooses to allow specific Game options for all 
players. After the Host toggles an option ON, each player (includingthe Host) can choose to 
turn the option ON by clicking on that option in the Game section of the Options menu. 
{See Multiplayer Options or\ p. 140) 




NOTE: The dost controls all mission options. However, any player can pause the game at any 
time. Only that player is then able to resume the gameplay. 


i. As each player is prepared to begin play, he/she clicks the button under the Status column. 
ThisletstheHostknow when everyone is ready to start. 
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5. When everyone has signaled they are prepared to begin, the Host clicks Play in the lower 
left corner. 

TO JOIN A GAME 

1. The M ultiplayer Lobby screen displays the name(s) of those hosting games in the Game 
Host box. 

2. Click the name of the Host whose game you wish to join. The scenario description, if 
available, appears in the Scenario Description box. The other connected players' names 
appear in the Players box. 

3. Enter the game's password in the Password box (if the Host has chosen to require one) in 
theupper right corner. 

i. The selected host's name appears in the box located in the lower right of the screen. 

5. For Internet/TCP play, click the box to the right of Direct Query. The Direct Query box 
appears. Enter the IP address of the Host and click QK. Then click the box to the left of 
D i rect Q u ery to access th e H ost's 1 P. 

6 . ClickJQIN to contact the Host and enter the game. 

7. Qnceyou have joined a game, you are taken to the Multiplayer Game Setup screen, where 
the various players align their fleets into united and opposing sides (See 2 ^ To iTostvT Game 
on p. 136). 



ALLIED 

PLAYERS 


To create an alliance: 

1. Click on the broken circle under the Allies column of the player with whom you wish to 
ally. The light next to that circle begins blinking red, signaling you are requesting an 
alliancewith that player. 

2. For an alliance to be created, both playersmust agree to join. If the queried player wishes 
to ally with you, he must click on theAlly button under theAllies column. Both you and 
your new ally's square become the color of the player highest on the player list. For 
example, if the second player is queried by the first for an alliance and the other player 
agrees, his square changes to blue— the color of the first and highest player. 



NOTE: All players are able to see the alliances being negotiated and formed, from your computer, 
you are able to see the other players' squares change colors and plot your alliance accordingly. 
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MULTIPLAYER OPTIONS 

The options listed on the Game Options screen are only available a multiplayer game at the 
discretion of the Host. To access the Options screens while in multiplayer setup, click on the 
Options button in the Multiplayer Game Setup screen. During gameplay press B to access the 
Options screens. 

MULTIPLAYER OPTIONS SCREEN 

All players can see the options available in the Multiplayer section of the Options screen, 
however only the Host can make selections here. From here the Host chooses which options 
are availablefor selection by all players in the Game section of the Options screen. 



For a complete description of Game Options, seey^Options in Detail on p. 24 

ALLOW QUICK AIRCRAFT LAUNCH: When this option is ON, the Quick Aircraft 
iarmc/z option is available for selection in the Game Options screen. (Defaults to OFF.) 

ALLOW ON-DEMAND SUR COMMS: When this option is ON, the On-demand Sub 
Commsoption isavailablefor selection in the Game Options screen. (Defaults to OFF.) 

ALLOW REPLENISHING AIR STATIONS: When this option is ON, the Replenishing 
Air Stations option is availablefor selection in the Game Options screen. (Defaults to OFF.) 

ALLOW MULTIPLE FLEET SELECTION: In some cases there may be more fleets 
available for selection than there are players. When this option is ON, players may select more 
than one fleet in the Fleet Selection screen and increase the strength of their forces. (Defaults 
toON) 

ALLOW SHIPS AUTO ENGAGE INCOMING MISSILES: When this option is ON, the 

Ships Auto-Engage Incoming Missiles option is available for selection in the Game Options 
screen. (Defaults to OFF.) 

ALLOW AIRCRAFT ENGAGE HOSTILES AFTER PERFORMING VID: When 
this option isOti, tbeAircraftAuto-EngageHostilesoption isavailablefor selection in theGame 
Options screen. (Defaults to OFF.) 
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ALLOW AUTO-ID INCOMING AIR TARGETS: When this option is ON, the Auto-ID 
Incoming Air Targets option is avaiiabiefor seiection in the Game Options screen. (Defauits to 
OFF.) 

GAME OPTIONS IN MULTIPLAYER MODE 

When in Muitipiayer mode, options in the Game section of the Options screen are grayed out 
untii the host seiects them for avaiiabiiity from the Muitipiayer section of the Options screen. 
Be aware when the Host aiiows options in the Game Options screen, they are off by defauit. 
(EM CON at Mission Startup is the exception. That option wiii retain the iast user setting.) Each 
pi ayer must visit the Game section of the Options screen and turn on the desired options. 

If the Host changes the avaiiabiiity of an option during gamepiay piayers are notified by a 
message box. 



OPTIONS 
ALLOWED 
BY HOST 


eATIP If you are joining a game, make sure that you visit the Game Options screen to see which options 
your host has allowed. If all players but you have enabled Game options, you are at a decided disadvantage! 


CHAT 

The Chat option becomes avaiiabie once you have joined a game, so make sure aii important 
pre-game communications have been done by another method. 

To chat with other players at the Multiplayer Game Setup Screeu: 

1. Type any messages in the chat box at the bottom of the M uitiplayer Game Setup Screen. 
Press jl enter I to send the message. 

2. Aii messages appear in the chat window abovethe chat box. 

In-Game Chat: 

1. Press B to bring up the M uitipiayer Chat Diaiog Box. 

2. Ciickon a radio button to designate who receives your chat message (Everyone, Aii ies, or 
Threats). By defauit your message goes to everyone. 
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3. Type your message and press I enter! to send your message. The Chat dialog closes. Your 
message displays at the bottom of the large display area on the CDS screen. 

4. Press IIE^I to close the window without sending the message. 



5. To view the game's chat history and send chat messages, press IE). This takes you to the 
Comms screen. 

6. Click Chat. The Multiplayer Chat screen appears. 

7. Chat history appears in the upper portion of the screen. 

8. To send a message, click on a radio button to designate who receives your chat message. 

9. Type your message and press I enter | , press IIenierji again to exit the Comms screen. 

10. To reply to amessage, use the same procedure or press theH key as described above. 



CHAT HISTORY 
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MULTIPLAYER WARNING & ERROR MESSAGES 

It is possible for experienced players to customize JANE'S FLEET COMMAND'S database, doctrine, 
and scenario files. Since it is imperative all players in a multiplayer game share the same 
version of certain files, you may occasionally receive warning and error messages. These 
messages inform all players specific files differ from the Host's file. Anyone running a different 
version ofjane's Fleet Command is informed their version does not match that of the Host. 

Listed below are the messages most likely to occur, an explanation of why the message was 
received, and a suggestion for remedying the situation. 


MESSAGE 

EXPLANATION 


REMEDY 


MESSAGE 

EXPLANATION 


REMEDY 


MESSAGE 

EXPLANATION 


REMEDY 


"ERROR-TUIS CLIENT NAS DIFEERENT DATABASES TUAN TUE HOST." 

This error appears when one or more of the cl ient's database files 
are different from the samefi les on the game host's computer. The 
client player whose files differ from the Host's files receives the 
above error in a message box. All other players receive the text as 
a chat message. 

The cl lent should copy the database files from the host player. The 
database files are located in the Database directory where Jane's 
Fleet Command was installed. The cl lent may want to make a copy 
of his original files before replacing them with the host's files. 

"WARNING-TUIS CLIENT UAS DIFFERENT DOCTRINE FILES 
THAN THE UOST." 

This warning appears to alert all players the doctrine files of the 
Host and the named client are different. The client whose files 
differ receives the above warning in a message box. All other 
players receive the text as a chat message. It serves as a warning 
either the host or the named client may have an unfair advantage 
over those players who have not modified their doctrine. This 
message does not prevent the named cl lent from joining the game. 

The client should copy the host's doctrine files. The doctrine files 
are located in the Doctrines directory where jane's Fleet 
Command was installed. The client may want to make a copy of 
h I s or I gi n al fi I es bef ore repi ad n g th em w i th the h ost's fi I es. 

"REQUESTED SCENARIO HAS BEEN MODIFIED OR IS DIFFERENT." 

This message box appears on the client's screen when the host 
sel ects a m i ssi on an d th e cl i en t's seen ari o fi I e f or th e sel ected game 
isdifferentthan thesamefileon thehost'scomputer.A chatmessage 
is also sent to all connected players to inform them of this discrepancy. 

The client should copy the host's scenario file. 
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MESSAGE 

EXPLANATION 

REMEDY 

MESSAGE 

EXPLANATION 

REMEDY 


"THE VERSION OE YOUR GAME IS TOO OLD." 

If new versions of JANE'S FLEET COMMAND are developed, a client 
receives this message when the host is running a newer version of 
the game. 

The cl lent should download the newest version. 

"THE HOST HAS A INCOMPATIBLE VERSION OF THE GAME." 

The message appears when a client attempts to join a game host 
with an incompatible version of FleetCommand.Theclientplayer 
recei ves th e above error i n a message box. A 1 1 oth er pi ayers recei ve 
the text as a chat message. 

The player hosting the game usually needs to get an upgraded 
version of the game. 
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APPENDIX A: 


GLOSSARY OF ACRONYMS 


TERM 

DEEINITION 

AAM 

Air-to-Air Missile 

AAW 

Anti-Air Warfare 

AGM 

Air-to-Ground Missile 

AMRAAM 

Advanced M edium-Range Air-to-Air M issile 

ARG 

Amphibious Readiness Group 

ASM 

Air-to-Surface Missile 

A STAB 

Automated Status Boards 

ASUW 

Anti-Surface Warfare 

ASW 

Anti-Submarine Warfare 

AWACS 

AirborneWarning and Control System 

BD 

Best Depth 

BDA 

Battle Damage Assessment 

BF 

Battle Force 

BG 

Battle Group 

BGC 

Battle Group Commander 

CAP 

Combat Air Patrol 

CAS 

CloseAir Support 

CG 

Guided Missile Cruiser 

CGN 

Guided MissileCruiser, Nuclear 

CIWS 

Close In Weapon System 

CM 

Countermeasure 

CV 

Aircraft Carrier 

CVBG 

Carrier Battle Group 

CVN 

Aircraft Carrier Nuclear 

CVS 

ASW Support Carrier 

DD 

Destroyer 

DDG 

Guided Missile Destroyer 

EMCON 

Emission Control 

ESM 

Electronic Support Measures 

ETA 

Estimated Time of Arrival 

EW 

Electronic Warfare 
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TERM 

DEfINITION 

FF 

Frigate 

FFG 

Guided Missiie Frigate 

HARM 

High speed Anti-radiation Missiie 

LHD 

Amphibious assauit ship (M uitipurpose) 

LPD 

Amphibious transport, dock 

LPH 

Amphibious assauit ship, heiicopter 

MIW 

Mine Warfare 

NTDS 

Navai Tacticai Data 

PC 

Patroi Craft 

PCFG 

Patroi Craft (Fast-Guided Missiie) 

PGG 

Patroi orGunship (Guided Missile) 

PIM 

Position and Intended Movement 

RADAR 

Radio and Ranging 

RAM 

RollingAirframeMissile 

RF 

Radio Frequency 

ROE 

Rules of Engagement 

RTB 

Return to Base 

RTS 

Return to Station 

SAG 

SurfaceAction Group 

SAM 

Surface-to-Air Missile 

SAR 

Search and Rescue 

SLCM 

Sub-Surface Launch Cruise Missile 

SIMM 

Submarine Launched Mobile Mine 

SONAR 

Sound Navigation And Ranging 

SS 

Submarine, general 

SSBN 

Ballistic missile nuclear-powered submarine 

SSK 

Submarine with ASW capability 

SSM 

Surface to Surface M issile 

SSN 

Submarine, Attack, Nuclear-powered 

SSP 

Sound Speed Profile 

STW 

Strike warfare 

SUCAP 

Surface Carrier Patrol 

TASM 

TomahawkAnti-Ship Missile 

TEAM 

Tomahawk Land Attack M issile 
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GLOSSARY OF TERMS 


TERM 
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Air Station 

A position in air space where aircraft are assigned to patroi. 

Airborne Warning and 
Controi System (AWACS) 

Usuaiiy refers to E-3 Sentry aircraft. 

Aiert Condition 

State of read in ess for an aircraft. Aiert condition 5 means abie to iaunch 
in five minutes. 

Aiiiance 

Aii sides working in concert against a common enemy. 

Aiiy 

A member of a side that is in your Aii iance. 

Amphibious 
Readiness Group 

Type of formation consisting of amphibious ships and surface 
combatants tasked to perform amphibious warfare. 

Assumed Friend 

Term for a contact not yet identified but assumed to be an aiiy. 

Assumed Hostiie 

Term for a contact not yet identified but assumed to be an enemy. 

ASW Support Carrier 

Carri es an ti -su bmari ne ai rcraft. 

Automated Status Boards 

An area to review data and information within the command center 
automaticaiiy updated by computer. 

Battie Damage Assessment Verification of the extent of damage to enemy forces. 

Battie Force 

Two or more Battie Groups working together under a common 
commander. 

Battie Group 

Group of ships under the command of a common superior. 

Battie Group Commander 

The senior officer in charge of a battie group. 

Battie Space 

The region of navai warfare operations. 

Camera View 

The perspective of the camera in the 3D view. 

Carrier Battie Group 

An air craft carrier and muitipie surface combatant escorts tasked to 
project power, provide a deterrent roie, or perform battie space 
dominance. 

Chaff 

Generai term for radar refiective materiai empioyed to decoy eiectronic 
radars. 

CioseAir Support 

Air action against hostiie targets in ciose proximity to friendiy forces. 

Ciosein Weapon 
System (CIWS) 

Seif defense rapid firing gun system designed to shoot down missiies 
and aircraft. 

Combat Air Patroi 

An Aircraft patroi conducted by a fighter for the purpose of intercepting 
and destroying hostiie aircraft. 

Combat Direction 
Systems (CDS) 

The main game screen in Jane's Fieet Command. Itconsistsoffour 
windows. The 2D Tacticai Dispiay (2D map),TheRegionai Dispiay, the 
3D View and the Data Dispiay. 
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DEfINITION 

Comms Interval 

Specific time Interval between the occasions when a submarine ascends 
to Communications Depth. 

Communications Depth 

The depth to which a submarine must ascend In order to deploy 
communication antenna/ wires and receive and transmit messages. 

Contacts 

A sensor detection. 

Countermeasure 

A decoy or device used to deceive enemy weapons and equipment. For 
example, aircraft launch flares to deceive an Infra-red sensor on an 
enemy missile. 

Detached 

A 3D camera view where camera remains stationary and hooked 
platform moves away from the camera at Its current speed. 

Electronic Support 
Measures(ESM) 

Type of electronic warfare used to search for, Intercept, and analyze 
radiated electromagnetic energy. This Is done In order to exploit the 
radiations during military operations. 

Electronic Warfare 

A warfare mission area which Includes ESM, Jamming, and 
countermeasures. 

Emission Control 

A platform In EM CON as defined In this game has all sensors turned off. 

Estimated Time 
of Arrival (ETA) 

Approximate time to reach a specific position. 

Formation 

A group of ships followingacommon leader. 

Friend 

Any platform, weapon, or land site that Is a member of Ownside. 

Groups 

M ultiple ships and/or aircraft assigned to operate together. 

Flard KIN 

Neutralization of an enemy missile by destroying the missile using 
another missile, guns or Cl WS. 

Flook 

To select an object In the 2D Display screen. 

Flostlle 

A contact that has been Identified as an enemy and Is presumed to have 
hostile Intent. 

Identify/ ID 

Determine If a contact Is a friend, enemy, or neutral. 

Jam 

To employ electronic measures to Interfere with an enemy's electronic 
radar and communication systems. 

Jamming 

Preventing the enemy's use of electronic radar and communication 
systems. 

Naval Tactical Data 
System (NTDS) 

A data link between platforms to share tactical data. 

Neutral 

A contact that has been Identified as neutral; not friend or foe. 

Ownside 

Player side In the game. All platforms, weapons, and land-based sites 
under the control of the country of the current commander. Orders can 
only be Issued to Ownside platforms. 

Order of Battle (OOB) 

Information determined from Intelligence concerning a military force's 
quantity of ships, aircraft, and submarines, equipment, personnel, and 
command structure. 
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Position and 
Intended Movement 

Desired track for a formation. 

Radar Circles 
coverage, 

Light shaded areas on the Region Display map indicating radar sensor 

Rally Point 

The location in airspace assigned to a launching platform or airport 
where all of its launched aircraft patrols until given further orders. Each 
launching platform has a unique rally point. 

Return to Base 

Used for aircraft. It instructs the pilot to return to his launching platform 
or airport. 

Return to station 

Instructs platforms to return to itsoriginal course or station assignment. 

Rules of Engagement 

Directives issued by military authority which authorize circumstances 
and limitations concerning initiating combat with other forces. 

Scram 

Depart area at best possible speed in direction indicated. 

Sea State 

Relative measure of wave height, with sea state one being calm and sea 
state five being very rough seas. 

Search and Rescue 

A sea or air operation involving the search for and rescue of personnel. 

Ship Station 

A location relative to a formation leader where a ship is assigned. 

Soft Kill 

Using devices such as chaff or countermeasures to neutralize a missile. 

Sound Speed Profile (SSP) 

Propagation path of sound in water. Either a direct path (DP) or Bottom 
Bounce (BB) or Convergence Zone (CZ). 

Strike warfare 
land attack. 

Warfare mission area that is responsible for the conduct of long-range 

SurfaceAction Group 

A formation of surface combatants task to carry out a specific naval 
warfare mission, normally Anti-Surface Warfare (ASUW). 

Surface Carrier Patrol 

Armed aircraft capable of attacking surface targets. 

Tethered 

A 3D camera view where you are attached to the hooked platform. 

Threat 

Any side allied against Ownside or your alliance. Another way of 
thinking of a threat is as your opponent or adversary. 

Tracks 

Contacts that have a history of information consisting of course, speed, 
altitude, or depth. 

Unknown 

Not identified. 
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SHIP-BASED AIRCRAFT 


COUNTRY 

SHIP (LASS 

AIRCRAFT CATEGORY 

NUMBER 

EMBARKED AIRCRAFT 

Argentina 

Aimirante Brown DDG 

H eiicopter 

2 

SA-319 Chetak 

Argentina 

CoiossusCV: 

Fighter/Attack 

11 

Super Etendard 

Argentina 


ASW 

6 

S-2E Tracker 

Argentina 


H eiicopter 

4 

AS-3 Sea King 

Argentina 


H eiicopter 

2 

SA-319 Aiouette 

Argentina 

Espora FFG 

H eiicopter 

1 

SA-319 Aiouette 

Argentina 

FlercuiesDDG 

H eiicopter 

1 

SA-319 Aiouette 

Austraiia 

AdeiaideFFG 

H eiicopter 

2 

S-70 Seahawk 

Austraiia 

Newport LSI 

H eiicopter 

2 

S-70 Seahawk 

Austraiia 

Success AOR 

H eiicopter 

1 

HAS-50 Sea King 

Brazii 

Broadsword FFG 

H eiicopter 

2 

Super Lynx 

Brazii 

CoiossusCV: 

Fighter/Attack 

6 

S-2E Tracker 

Brazii 


H eiicopter 

6 

Super Lynx 

China 

Jiangwei FFG 

H eiicopter 

1 

ZHI-9 Haitun 

China 

Ludal DDG 

H eiicopter 

2 

ZHI-9 Haitun 

China 

Luhu DDG 

H eiicopter 

2 

ZHI-9 Haitun 

China 

Sovremenny DDG 

H eiicopter 

2 

ZHI-9 Haitun 

France 

Cassard DDG 

H eiicopter 

1 

AS-5 65 Panther 

France 

ChariesdeGauiieCVN: 

Fighter/Attack 

20 

Rafale M 

France 


Fighter/Attack 

15 

Super Etendard 

France 


H eiicopter 

3 

SA-321G Super 
Frelon 

France 


H eiicopter 

3 

AS-5 65 Panther 

France 

Ciemenceau CV: 

Fighter/Attack 

16 

Super Etendard 

France 


Fighter/Attack 

9 

Rafale M 

France 


H eiicopter 

2 

SA-365 Dauphin 

France 

DuranceAOR 

H eiicopter 

1 

LynxMK4 

France 

FoudreLSD 

H eiicopter 

2 

SA-321G Super 
Frelon 

France 

Georges Leygues DDG 

H eiicopter 

2 

LynxMK4 

France 

FI eiicopter Carrier CVH: 

H eiicopter 

2 

SA-319 Aiouette 
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COUNTRY 

SHIP (LASS 

AIRCRAFT CATEGORY 

NUMBER 

EMBARKED AIRCRAFT 

France 


Helicopter 

2 

SA-365 Dauphin 

France 


Helicopter 

8 

LynxMK4 

France 

La Fayette FFG 

Helicopter 

1 

AS-565 Panther 

France 

Ouragan LSD 

Helicopter 

4 

SA-321G Super 
Frelon 

France 

TourvilleDDG 

Helicopter 

2 

LynxMK4 

Germany 

Bremen FFG 

Helicopter 

2 

Sea Lynx MK 88 

India 

DeepakAOR 

Helicopter 

1 

SA-319 Chetak 

India 

Delhi DDG 

Helicopter 

2 

Sea King MK 42 

India 

Godavari FFG 

Helicopter 

2 

Sea King MK 42 

India 

FlermesCV: 

Fighter/Attack 

12 

Sea Harrier 

India 


Helicopter 

3 

Sea King MK 42 

India 


Helicopter 

4 

KA-27 Helix 

India 

Magar LST 

Helicopter 

1 

Sea King MK 42 

India 

Nilgiri FF 

Helicopter 

1 

Sea King MK 42 

India 

Rajput DDG 

Helicopter 

1 

KA-27 Helix 

Iran 

Babr DD 

Helicopter 

1 

AB-212 Agusta 

Japan 

Asagiri DDG 

Helicopter 

1 

SH-60 Seahawk 

Malaysia 

Kasturi FSG 

Helicopter 

1 

Lynx 

Malaysia 

Lekiu FFG 

Helicopter 

1 

Lynx 

Pakistan 

Gearing DDG 

Helicopter 

1 

SA-319 Alouette 

Pakistan 

Leander FF 

Helicopter 

1 

SA-319 Alouette 

Pakistan 

Tariq DD 

Helicopter 

1 

Lynx 

Russia 

Kara CG 

Helicopter 

1 

KA-27 Helix 

Russia 

Kirov CGN 

Helicopter 

3 

KA-27 Helix 

Russia 

Krivaklll FFH 

Helicopter 

1 

KA-27 Helix 

Russia 

Kuznetsov CV: 

Fighter/Attack 

20 

SU-33 Flanker D 

Russia 


Fighter/Attack 

4 

SLI-25 Frogfoot 

Russia 


Helicopter 

10 

KA-27 Helix 

Russia 

Neustrashimy FFG 

Helicopter 

1 

KA-27 Helix 

Russia 

Slava CG 

Helicopter 

1 

KA-27 Helix 

Russia 

Sovremenny DDG 

Helicopter 

1 

KA-27 Helix 

Russia 

UdaloyDDG 

Helicopter 

2 

KA-27 Helix 
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COUNTRY 

SHIP (LASS 

AIRCRAFT CATEGORY 

NUMBER 

EMBARKED AIRCRAFT 

Taiwan 

ShipCiass 

Aircraft Category 

Number 

Embarked Aircraft 

Taiwan 

Cheng Kung FFG 

Fleiicopter 

2 

S-70 Thunderhawk 

Taiwan 

Gearing DDG 

Fleiicopter 

1 

S-70 Thunderhawk 

Taiwan 

Kang Ding FFG 

Fleiicopter 

1 

S-70 Thunderhawk 

Taiwan 

Knox FFG 

Helicopter 

1 

S-70 Thunderhawk 

United Kingdom 

Assauit Ship LPD 

Helicopter 

4 

HAS-5/6 Sea King 

United Kingdom 

Broadsword FFG 

Helicopter 

2 

HAS-3/HMA-8 

Lynx 

United Kingdom 

Duke FFG 

Helicopter 

1 

HAS-3/HMA-8 

Lynx 

United Kingdom 

FortVictoriaAOR 

Helicopter 

5 

HAS-5/6 Sea King 

United Kingdom 

InvincibieCVS: 

Fighter/Attack 

9 

FA-2 Sea Harrier 

United Kingdom 


Helicopter 

9 

HAS-5/6 Sea King 

United Kingdom 


Helicopter 

3 

AEW-2/7 Sea King 

United Kingdom 

Type42 DDG 

Helicopter 

1 

HAS-3/HMA-8 

Lynx 

United States 

Enterprise CVN: 

Fighter/Attack 

12 

F-14 Tomcat 

United States 


Fighter/Attack 

36 

F/A-18 Hornet 

United States 


Helicopter 

4 

SH-60F Seahawk 

United States 


Electronic Warfare 

4 

EA-6B Prowler 

United States 


Airborne 
Early Warning 

2 

E-2 Hawkeye 

United States 


ASW 

10 

S-3 Viking 

United States 


Electronic 

Reconnaissance 

2 

ES-3 Viking 

United States 

Flarpers Ferry LSD 

Helicopter 

2 

AH-IW Super 
Cobra 

United States 

Kitty HawkCV: 

Fighter/Attack 

12 

F-14 Tomcat 

United States 


Fighter/Attack 

36 

F/A-18 Hornet 

United States 


Helicopter 

4 

SH-60F Seahawk 

United States 


Electronic Warfare 

4 

EA-6B Prowler 

United States 


Airborne 
Early Warning 

4 

E-2 Hawkeye 

United States 


ASW 

10 

S-3 Viking 

United States 


Electronic 

Reconnaissance 

2 

ES-3 Viking 

United States 

Newport LST 

Helicopter 

2 

AH-IW Super 
Cobra 
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COUNTRY 

SHIP (LASS 

AIRCRAFT CATEGORY 

NUMBER 

EMBARKED AIRCRAFT 

United States 

NimitzCVN: 

Fighter/Attack 

12 

F-14 Tomcat 

United States 


Fighter/Attack 

36 

F/A-18 Hornet 

United States 


Helicopter 

4 

SH-60F Seahawk 

United States 


Electronic Warfare 

4 

EA-6B Prowler 

United States 


Airborne 
Early Warning 

2 

E-2 Hawkeye 

United States 


ASW 

10 

S-3 Viking 

United States 


Electronic 

Reconnaissance 

2 

ES-3 Viking 

United States 

Oiiver Hazard Perry FFG 

Helicopter 

2 

SH-60R Seahawk 

United States 

SpruanceDD 

Helicopter 

2 

SH-60R Seahawk 

United States 

TiconderogaCG 

Helicopter 

2 

SH-60R Seahawk 

United States 

TiconderogaVLSCG 

Helicopter 

2 

SH-60R Seahawk 

United States 

WaspLHD: 

Fighter/Attack 

20 

AV-8 Harrier 

United States 


Helicopter 

6 

AH-IW Super 
Cobra 

United States 


Helicopter 

4 

SH-60R Seahawk 
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APPENDIX D: 

ORDER OF BATTLE 

An Order of Battle is information determined from intelligence concerning a military force's 
quantity of ships, aircraft, and submarines, equipment, personnel, and command structure. 
JANE'SFLEETCOMMAND includes information on submarines,ships, and aircraft from 16 counties. 

Within the list below a country's major combatants are listed first, followed by minor ship 
categories, then aircraft. 


COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Argentina 

Submarine 

SANTA CRUZ SSK 

Argentina 

Carrier 

COLOSSUSCV 

Argentina 

Surface Ship 

HERCULESDDG 

Argentina 

Surface Ship 

ALMIRANTE BROWN DDG 

Argentina 

Surface Ship 

ESPORA FFG 

Argentina 

Surface Ship 

DRUMMOND FFG 

Argentina 

Aircraft/Fighter/Attack 

Super Etendard 

Argentina 

Aircraft/Fighter/Attack 

Mirage III 

COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Argentina 

Aircraft/Fighter/Attack 

Mirages 

Argentina 

Aircraft/Fighter/Attack 

A-4M Skyhawk 

Argentina 

Aircraft/ASW 

ASW 

Argentina 

Aircraft/ASW 

S-2E Tracker 

Argentina 

Aircraft/ Mari time Patrol 

P-3 Orion 

Argentina 

Aircraft/Helicopter 

SA-319 Alouette 

Argentina 

Aircraft/Helicopter 

AS-3 Sea King 

Australia 

Submarine 

COLLINS SSK 

Australia 

Submarine 

OBERON SSK 

Australia 

Surface Ship 

PERTH DDG 

Australia 

Surface Ship 

ADELAIDE FFG 

Australia 

Surface Ship 

NEWPORT LST 

Australia 

Surface Ship 

HUON MHC 

Australia 

Surface Ship 

DURANCE AOR 

Australia 

Aircraft/Fighter/Attack 

F/A-18 Hornet 

Australia 

Aircraft/ Mari time Patrol 

P-3 Orion 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Australia 

Aircraft/Helicopter 

S-70 Seahawk 

Australia 

Aircraft/Helicopter 

HAS-50 Sea King 

Brazil 

Submarine 

TUPI SSK 

Brazil 

Submarine 

HUMAITA SSK 

Brazil 

Carrier 

COLOSSUSCV 

Brazil 

Surface Ship 

BROADSWORD FFG 

Brazil 

Aircraft/Fighter/Attack 

F-5E Tiger II 

Brazil 

Aircraft/Fighter/Attack 

S-2E Tracker 

Brazil 

Aircraft/ FI elicopter 

Super Lynx 

China 

Submarine 

HAN SSN 

China 

Submarine 

SONG SSK 

China 

Submarine 

KILO SSK 

China 

Submarine 

MING SS 

China 

Submarine 

XIA SSBN 

China 

Surface Ship 

SOVREMENNY DDG 

China 

Surface Ship 

LUDA 1 DDG 

China 

Surface Ship 

LUHU DDG 

China 

Surface Ship 

JIANGWEI FFG 

China 

Surface Ship 

JIANGHU 1 FFG 

China 

Surface Ship 

HUANGFEN PCFG 

China 

Surface Ship 

HOKU PCFG 

China 

Surface Ship 

HUCHUAN PHT 

China 

Surface Ship 

YU KAN LST 

China 

Surface Ship 

XIANGYANG HONGAGI 

China 

Surface Ship 

T43 MSO 

China 

Surface Ship 

FUOING AOR 

China 

Aircraft/Fighter/Attack 

SU-27 Flanker B 

China 

Aircraft/Fighter/Attack 

J-8 Finback 

China 

Aircraft/Fighter/Attack 

F-7 Fishbed 

China 

Aircraft/Fighter/Attack 

A -5 Fan tan 

China 

Aircraft/Fighter/Attack 

B-6 Badger 

China 

Aircraft/Electronic Reconnaissance 

B-6 Badger 

China 

Aircraft/ FI elicopter 

ZHI-9 Haitun 

China 

Aircraft/ FI elicopter 

ZHI-8 Super Frelon 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

France 

Submarine 

RUBISAMETHYSTE SSN 

France 

Submarine 

AGOSTA SSK 

France 

Submarine 

DAPHNE SSK 

France 

Carrier 

CHARLES DE GAULLE CVN 

France 

Carrier 

CLEMENCEAU CV 

France 

Carrier 

HELICOPTER CARRIER CVH 

France 

Surface Ship 

GEORGES LEYGUESDDG 

France 

Surface Ship 

CASSARD DDG 

France 

Surface Ship 

TOURVILLE DDG 

France 

Surface Ship 

LA FAYETTE FFG 

France 

Surface Ship 

D'ESTIENNE D'ORVESFFG 

France 

Surface Ship 

OU RAGAN LSD 

France 

Surface Ship 

FOUDRE LSD 

France 

Surface Ship 

BOUGAINVILLE LPD 

France 

Surface Ship 

CIRCE MHC 

France 

Surface Ship 

ERIDAN MHC 

France 

Surface Ship 

DURANCE AOR 

France 

Aircraft/Fighter/Attack 

Rafale M 

France 

Aircraft/Fighter/Attack 

Super Etendard 

France 

Aircraft/Fighter/Attack 

Jaguar 

France 

Aircraft/Airborne Eariy Warning 

E-3 Sentry 

France 

Aircraft/Airborne Eariy Warning 

E-2 Hawkeye 

France 

Aircraft/Maritime Patroi 

AtlantiqueMK2 

France 

Aircraft/Eiectronic Reconnaissance 

Etendard IV-PM 

France 

Aircraft/ FI eiicopter 

SA-321G SuperFrelon 

France 

Aircraft/Heiicopter 

LynxMK4 

France 

Aircraft/Heiicopter 

SA-365 Dauphin 

France 

Aircraft/Heiicopter 

AS-5 65 Panther 

France 

Aircraft/Heiicopter 

SA-319 Alouette 

Germany 

Submarine 

TYPE 206 SSK 

Germany 

Surface Ship 

LUTJENSDDG 

Germany 

Surface Ship 

BREMEN FFG 

Germany 

Surface Ship 

GEPARD PCFG 

Germany 

Surface Ship 

TIGER PCFG 

Germany 

Surface Ship 

OSTEAGI 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Germany 

Surface Ship 

FRANKENTHALMHC 

Germany 

Aircraft/Fighter/Attack 

Tornado IDS 

Germany 

Aircraft/Fighter/Attack 

F-4 Phantom II 

Germany 

Aircraft/ Mari time Patrol 

Atlantic 

Germany 

Aircraft/Helicopter 

Sea Lynx MK 88 

Germany 

Aircraft/Helicopter 

Sea King MK 41 

India 

Submarine 

FOXTROT SS 

India 

Submarine 

KILO SSK 

India 

Carrier 

HERMESCV 

India 

Surface Ship 

RAJPUT DDG 

India 

Surface Ship 

DELHI DDG 

India 

Surface Ship 

GODAVARI FFG 

India 

Surface Ship 

NILGIRI FF 

India 

Surface Ship 

VEERFSG 

India 

Surface Ship 

DURG FSG 

India 

Surface Ship 

OSA II PCFG 

India 

Surface Ship 

MAGAR LST 

India 

Surface Ship 

PONDICHERRY MSO 

India 

Surface Ship 

DEEPAKAOR 

India 

Aircraft/Fighter/Attack 

Sea Harrier 

India 

Aircraft/Fighter/Attack 

Sepecat/Hal 

India 

Aircraft/ Mari time Patrol 

TU-142 BearF 

India 

Aircraft/ Mari time Patrol 

IL-38 May 

India 

Aircraft/Helicopter 

Sea King MK 42 

India 

Aircraft/Helicopter 

KA-27 Helix 

India 

Aircraft/Helicopter 

KA-31 Helix 

India 

Aircraft/Helicopter 

SA-319 Chetak 

Iran 

Submarine 

KILO SSK 

Iran 

Surface Ship 

BABR DD 

Iran 

Surface Ship 

ALVAND FFG 

Iran 

Surface Ship 

KAMAN PGF 

Iran 

Surface Ship 

HUDONG PCFG 

Iran 

Surface Ship 

BOGHAMMARPBI 

Iran 

Aircraft/Fighter/Attack 

SU-24 Fencer 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Iran 

AIrcraft/FIghter/Attack 

SU-27 Flanker B 

Iran 

AIrcraft/FIghter/Attack 

F-14 Tomcat 

Iran 

AIrcraft/FIghter/Attack 

MIG 31 Foxhound 

Iran 

AIrcraft/FIghter/Attack 

TU-22B Backfire 

Iran 

Aircraft/ Marl time Patrol 

P-3 Orion 

Iran 

Aircraft/ FI ellcopter 

SH-3 Sea King 

Iran 

Aircraft/ FI ellcopter 

AB-212 Agusta 

Japan 

Submarine 

HARUSHIO SSK 

Japan 

Surface Ship 

KONGOU DDG 

Japan 

Surface Ship 

ASAGIRI DDG 

Japan 

Surface Ship 

ABUKUMA FFG 

Japan 

Aircraft/ Marl time Patrol 

P-3 Orion 

Japan 

Aircraft/ FI ellcopter 

SFI-60 Seahawk 

Japan 

Aircraft/ FI ellcopter 

SH-3 Sea King 

Libya 

Submarine 

FOXTROT SS 

Libya 

Surface Ship 

KONI FFG 

Libya 

Surface Ship 

NANUCHKA III FSG 

Libya 

Surface Ship 

COMBATTANTE II PCFG 

Libya 

Surface Ship 

OSA II PCFG 

Libya 

AIrcraft/FIghter/Attack 

Mirages 

Libya 

AIrcraft/FIghter/Attack 

MIG 25 Foxbat 

Libya 

AIrcraft/FIghter/Attack 

SU-22 Fitter 

Libya 

AIrcraft/FIghter/Attack 

SU-24 Fencer 

Malaysia 

Surface Ship 

LEKIU FFG 

Malaysia 

Surface Ship 

KASTURI FSG 

Malaysia 

Surface Ship 

PERDANA PCFG 

Malaysia 

Aircraft/ FI ellcopter 

Lynx 

NEUTRALS 

Surface Ship/Merchant 

Oil Tanker 

NEUTRALS 

Surface Ship/Merchant 

Car Carrier 

NEUTRALS 

Surface Ship/Merchant 

Cargo Ship 

NEUTRALS 

Surface Ship/Merchant 

Fishing Boat 

NEUTRALS 

Surface Ship/Merchant 

Trawler 

NEUTRALS 

AIrcraft/CIvlllan 

Boeing 747 

NEUTRALS 

AIrcraft/CIvlllan 

AirbusA300 

NEUTRALS 

AIrcraft/CIvlllan 

BeechcraftTurboprop 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Pakistan 

Submarine 

HASHMAT SSK 

Pakistan 

Submarine 

HANGOR SSK 

Pakistan 

Surface Ship 

GEARING DDG 

Pakistan 

Surface Ship 

TARIQ DD 

Pakistan 

Surface Ship 

LEANDERFF 

Pakistan 

Surface Ship 

HUANGFEN PCFG 

Pakistan 

Surface Ship 

HAIBATPCFG 

Pakistan 

Aircraft/Fighter/Attack 

Mirages 

Pakistan 

Aircraft/Fighter/Attack 

F-16 Fighting Falcon 

Pakistan 

Aircraft/ FI elicopter 

Lynx 

Pakistan 

Aircraft/ FI elicopter 

SA-319 Alouette 

Russia 

Submarine 

AKULA SSN 

Russia 

Submarine 

VICTOR III SSN 

Russia 

Submarine 

OSCAR SSGN 

Russia 

Submarine 

KILO SSK 

Russia 

Submarine 

DELTA IV SSBN 

Russia 

Submarine 

TYPHOON SSBN 

Russia 

Carrier 

KUZNETSOV CV 

Russia 

Surface Ship 

KIROV CGN 

Russia 

Surface Ship 

SLAVA CG 

Russia 

Surface Ship 

KARA CG 

Russia 

Surface Ship 

KASHIN DDG 

Russia 

Surface Ship 

UDALOY DDG 

Russia 

Surface Ship 

SOVREMENNY DDG 

Russia 

Surface Ship 

NEUSTRASHIMY FFG 

Russia 

Surface Ship 

GRISHA VFFL 

Russia 

Surface Ship 

KRIVAKIII FFH 

Russia 

Surface Ship 

NANUCHKA III FSG 

Russia 

Surface Ship 

TARANTULIII FSG 

Russia 

Surface Ship 

IVAN ROGOV LPD 

Russia 

Surface Ship 

ALLIGATOR LST 

Russia 

Surface Ship 

VISHNYA AGI 

Russia 

Surface Ship 

NATYA MSO 

Russia 

Surface Ship 

BORISCHILIKIN AOR 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

Russia 

Aircraft/Fighter/Attack 

SU-33 Flanker D 

Russia 

Aircraft/Fighter/Attack 

SU-25 Frogfoot 

Russia 

Aircraft/Fighter/Attack 

SU-24 Fencer 

Russia 

Aircraft/Fighter/Attack 

TU-22M Backfire 

Russia 

Aircraft/Fighter/Attack 

SU-27 Flanker B 

Russia 

Aircraft/Fighter/Attack 

MIG-2 5 Foxbat 

Russia 

Aircraft/Fighter/Attack 

MIG-31 Foxhound 

Russia 

Aircraft/Airborne Eariy Warning 

TU-142 Bear] 

Russia 

Aircraft/Eiectronic Warfare 

TU-142 Bear] 

Russia 

Aircraft/ Mari time Patroi 

TU-142 BearF 

Russia 

Aircraft/ Mari time Patrol 

IL-38 May 

Russia 

Aircraft/ FI elicopter 

KA-27 Helix 

Russia 

Aircraft/ FI elicopter 

KA-31 Helix 

Taiwan 

Type 

Platform Designation 

Taiwan 

Submarine 

HAI LUNG SSK 

Taiwan 

Surface Ship 

GEARING DDG 

Taiwan 

Surface Ship 

GEARING DD 

Taiwan 

Surface Ship 

CHENG KUNG FFG 

Taiwan 

Surface Ship 

KANG DING FFG 

Taiwan 

Surface Ship 

KNOX FFG 

Taiwan 

Surface Ship 

HAI OU PCFG 

Taiwan 

Aircraft/Fighter/Attack 

F-16 Fighting Falcon 

Taiwan 

Aircraft/Fighter/Attack 

F-5E Tiger II 

Taiwan 

Aircraft/ASW 

S-2E Tracker 

Taiwan 

Aircraft/Helicopter 

S-70 Thunderhawk 

United Kingdom 

Submarine 

TRAFALGAR SSN 

United Kingdom 

Carrier 

INVINCIBLE CVS 

United Kingdom 

Surface Ship 

TYPE 42 DDG 

United Kingdom 

Surface Ship 

DUKE FFG 

United Kingdom 

Surface Ship 

BROADSWORD FFG 

United Kingdom 

Surface Ship 

ASSAULT SHIP LPD 

United Kingdom 

Surface Ship 

SANDOWN MHC 

United Kingdom 

Surface Ship 

HUNTMSC 

United Kingdom 

Surface Ship 

FORT VICTORIA AOR 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

United Kingdom 

Aircraft/Fighter/Attack 

FA-2 Sea Harrier 

United Kingdom 

Aircraft/Fighter/Attack 

MK 2 Tornado 

United Kingdom 

Aircraft/Airborne Eariy Warning 

E-3 Sentry 

United Kingdom 

Aircraft/ Mari time Patroi 

MR-2 Nimrod 

United Kingdom 

Aircraft/ FI eiicopter 

HAS-5/6 Sea King 

United Kingdom 

Aircraft/ FI elicopter 

HAS-3/HMA-8 Lynx 

United Kingdom 

Aircraft/Helicopter 

AEW-2/7 Sea King 

United States 

Submarine 

LOS ANGELES (688) SSN 

United States 

Submarine 

LOSANGELES(688i)SSN 

United States 

Submarine 

OHIOSSBN 

United States 

Submarine 

SEA WOLF SSN 

United States 

Carrier 

KITTY HAWKCV 

United States 

Carrier 

ENTERPRISE CVN 

United States 

Carrier 

NIMITZ CVN 

United States 

Surface Ship 

TICONDEROGA CG 

United States 

Surface Ship 

TICONDEROGA VLSCG 

United States 

Surface Ship 

ARLEIGH BURKE DDG 

United States 

Surface Ship 

SPRUANCE DD 

United States 

Surface Ship 

OLIVER HAZARD PERRY FFG 

United States 

Carrier 

WASP LHD 

United States 

Surface Ship 

HARPERS FERRY LSD 

United States 

Surface Ship 

NEWPORT LST 

United States 

Surface Ship 

AVENGER MCM 

United States 

Surface Ship 

OSPREY MHC 

United States 

Surface Ship 

SACRAMENTO AOE 

United States 

Surface Ship 

SUPPLY AOE 

United States 

Surface Ship 

CIMARRON AO 

United States 

Aircraft/Fighter/Attack 

F-14 Tomcat 

United States 

Aircraft/Fighter/Attack 

F/A-18 Hornet 

United States 

Aircraft/Fighter/Attack 

AV-8B Harrier II 

United States 

Aircraft/Fighter/Attack 

F-16 Fighting Falcon 

United States 

Aircraft/Fighter/Attack 

F-15 Strike Eagle 

United States 

Aircraft/Airborne Early Warning 

E-2 Hawkeye 

United States 

Aircraft/Airborne Early Warning 

E-3 Sentry 
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COUNTRY 

TYPE 

PLATFORM DESIGNATION 

United States 

Aircraft/Eiectronic Warfare 

EA-6B Prowler 

United States 

Aircraft/ASW 

S-3 Viking 

United States 

AircraftMaritime Patroi 

P-3 Orion 

United States 

Aircraft/Eiectronic Reconnaissance 

EP-3 Orion 

United States 

Aircraft/Eiectronic Reconnaissance 

E S-3 Viking 

United States 

Aircraft/Heiicopter 

SH-60R Seahawk 

United States 

Aircraft/Heiicopter 

SH-60B Seahawk 

United States 

Aircraft/Heiicopter 

SH-60F Seahawk 

United States 

Aircraft/Heiicopter 

AH-IW Super Cobra 

United States 

Aircraft/Hybrid 

V-22 Osprey 
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